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MANUAL 


Health Warning 


For your health, be sure to take a break of about 15 minutes during every hour of play. Avoid playing when tired or suffering from lack 
of sleep. Always play in a well-lit room, sitting as far from the screen as the cord will allow. Some people experience epileptic seizures 
when viewing flashing lights or patterns in our daily environment. These people may experience seizures while watching TV pictures or 
playing video games. Even players who have never had any seizures may nonetheless have an undetected epileptic condition. Consult 
your doctor before playing video games if you have an epileptic condition or immediately should you experience any of the following 
symptoms during play: dizziness, altered vision, muscle twitching, other involuntary movements, loss of awareness of your surroundings, 
mental confusion, and / or convulsions. 


PIRACY 


The unauthorised reproduction of all or any game part of this product and the unauthorised use of registered trademarks are likely to 
constitute a criminal offence. PIRACY harms Consumers as well as legitimate Developers, Publishers and Retailers. If you suspect this 
game product is an unauthorised copy, or have any other information about pirate product, please call your local Customer Service 
number given at the back of this Manual. 


Pan European Games Information (PEGI) Age-Rating System 


The PEGI age-rating system protects minors from games unsuitable for their particular age group. PLEASE NOTE it is not a guide to 
gaming difficulty. Comprising two parts, PEGI allows parents and those purchasing games for children to make an informed choice 
appropriate to the age of the intended player. The first part is an age rating:- 


The second is icons indicating the type of content in the game. Depending on the game, there may be a number of such icons. 
The age-rating of the game reflects the intensity of this content. The icons are:- 


1 
ie 


VAN 


VIOLENCE BAD LANGUAGE FEAR SEXUAL CONTENT DRUGS DISCRIMINATION 


For further information visit http://www.pegi.info 
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INTRODUCTION 


Only a few decades have passed since the last World War. In the Second World 
War, between 1939 and 1945, the world’s major powers decided the future of the 
planet through the use of arms. 


The world as we know at this time is nothing more than the result of the decisions 
taken by a series of world leaders from 1939 and in the years before. Nations such 
as Germany, Japan, Italy, the USA, Britain, the USSR and France were the creators 
of the destinies of millions of people throughout the world. 


In “War Leaders: Clash of Nations” you will assume responsibility for leading 
one of these great powers to victory in the Second World War. You, as War Leader, 
must make all kinds of military, diplomatic and economic decisions, develop new 
technologies, support your allies and direct your armed forces’ strategies. 


Participate in world history as a War Leader and guide your favorite faction to its 
destiny. Emulate the tension of fighting in the Second World War with the widest 
range of responsibility and with the limited resources and events of the time, just 
as the leaders experienced this turbulent part of history, and discover whether you 
are a better strategist than they were. 


If, on the other hand, you wish history to unfold at your whim and with fewer 
limitations, you can configure the game in order to manage the Second World War 
as a unique and personal event. In this way all the history books will have to be 
rewritten. Reinvent history! 


Not enough? “War Leaders: Clash of Nations” offers a unique combination 
allowing you to experience hours and hours of the most varied enjoyment. As War 
Leader you must manage your armies, territories, their economies and tactics in 
order to conquer the nations which surround you. However, once an armed 
confrontation has been instigated you will have the option of taking control of your 
armies in the battlefield against the enemy. 


You will direct your troops directly in an extremely realistic environment with all the 
tanks, war planes, cannons and infantry weapons etc. that were used in the war. All 
of which are reproduced to the most minute detail to provide the most realistic 
battles ever seen on a PC. 


INSTALLATION 


SYSTEM REQUIREMENTS 


Before installing “War Leaders: Clash of Nations” on your computer make sure 
that it complies with the system requirements in order to enjoy the best gaming 
experience possible. 


You must have one of the following operating systems installed on your computer: 
Windows 2000, Windows XP or Windows Vista. 


As well as installing the game on your PC, you must also have DirectX v9.0c 
installed. It is highly recommended that you update the controllers for your 
graphics and sound cards. You can do so via the providers’ web sites. 


To achieve optimum performance from your PC and to optimize the loading process 
of the game, it is also recommended you defragment the hard drive onto which you 
wish to install the game. 


The minimum requirements for playing “War Leaders: Clash of Nations” are: 
- Pentium IV at 2.4 GHz 
- 1Gb of RAM memory 
- 3D graphics card with 256Mb of memory, compatible with DirectX v9.0c 
- Sound card compatible with DirectX v9.0 


To play “War Leaders: Clash of Nations” in high quality we recommend you 
have the following hardware installed: 
- Pentium IV at 3 GHz 
- 2Gbor more of RAM memory 
- 3D NVidia FX7600 Graphics card, ATI X1600 or superior with 256 Mb or 
more of memory 


I NSTALLATION PROCESS 


To begin installing the game it is recommended you close any other applications 
open on the computer. 


Insert the “War Leaders: Clash of Nations” DVD 1 in your PC’s DVD drive. If 
automatic disc reading is enabled, the presentation screen should appear within a 
few seconds. If not, double click on the My PC icon and then double click on the 
DVD drive containing the game disk. 


On the presentation screen, click on Install and follow the on-screen instructions. 
When the installation process has finished you will be presented with the option of 
installing DirectX v9.0c, if you do not have it installed already. Once the installation 
of DirectX v9.0c has been successfully completed it may be necessary to restart the 
computer. For further information on DirectX v9.0c, go to the Microsoft website. 
After completing the installation you will be able to start the game from the 
Windows Start menu, but the game DVD 1 must be inserted in the appropriate 
drive. 


HISTORICAL OUTLINE 


World War II, 1939-45, worldwide conflict involving every major power in the 
world. The two sides were generally known as the Allies and the Axis. 


CAUSES AND OUTBREAK 


This second global conflict resulted from the rise of totalitarian, militaristic regimes 
in Germany, Italy, and Japan, a phenomenon stemming in part from the Great 
Depression that swept over the world in the early 1930s and from the conditions 
created by the peace settlements (1919-20) following World War |. 


After World War |, defeated Germany, disappointed Italy, and ambitious Japan 
were anxious to regain or increase their power; all three eventually adopted forms 
of dictatorship that made the state supreme and called for expansion at the 
expense of neighboring countries. These three countries also set themselves up as 
champions against Communism, thus gaining at least partial tolerance of their early 
actions from the more conservative groups in the Western democracies. Also 
important was a desire for peace on the part of the democracies, which resulted in 
their military unpreparedness. Finally, the League of Nations, weakened from the 
start by the defection of the United States, was unable to promote disarmament; 
moreover, the long economic depression sharpened national rivalries, increased 
fear and distrust, and made the masses susceptible to the promises of 
demagogues. 


The failure of the League to stop the Second Sino-Japanese War in 1931 was 
followed by a rising crescendo of treaty violations and acts of aggression. Adolf 
Hitler, when he rose to power (1933) in Germany, recreated the German army and 
prepared it for a war of conquest; in 1936 he remilitarized the Rhineland. Benito 
Mussolini conquered (1935-36) Ethiopia for Italy; and from 1936 to 1939 the 
Spanish civil war raged, with Germany and Italy helping the fascist forces of 
Francisco Franco to victory. In Mar., 1938, Germany annexed Austria, and in Sept., 
1938, the British and French policy of appeasement toward the Axis reached its 
height with the sacrifice of much of Czechoslovakia to Germany in the Munich Pact. 


When Germany occupied (Mar., 1939) all of Czechoslovakia, and when Italy seized 
(Apr., 1939) Albania, Great Britain and France abandoned their policy of 
appeasement and set about creating an antiaggression front, which included 
alliances with Turkey, Greece, Romania, and Poland, and speeding rearmament. 
Germany and Italy signed (May, 1939) a full military alliance, and after the Soviet- 
German nonaggression pact (Aug., 1939) removed German fear of a possible two- 
front war; Germany was ready to launch an attack on Poland. 


World War II began on Sept. 1, 1939, when Germany, without a declaration of war, 
invaded Poland. Britain and France declared war on Germany on Sept. 3, and all 
the members of the Commonwealth of Nations, except Ireland, rapidly followed 
suit. The fighting in Poland was brief. The German blitzkrieg, or lightning war, with 
its use of new techniques of mechanized and air warfare, crushed the Polish 
defenses, and the conquest was almost complete when Soviet forces entered (Sept. 
17) E Poland. While this campaign ended with the partition of Poland and while the 
USSR defeated Finland in the Finnish-Russian War (1939-40), the British and the 
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French spent an inactive winter behind the Maginot Line, content with blockading 
Germany by sea. 


FROM NORWAY TO Moscow 


The inactive period ended with the surprise invasion (Apr. 9, 1940) of Denmark and 
Norway by the Germans. Denmark offered no resistance; Norway was conquered by 
June 9. On May 10, German forces overran Luxembourg and invaded the 
Netherlands and Belgium; on May 13 they outflanked the Maginot Line. Their 
armored columns raced to the English Channel and cut off Flanders, and Allied 
forces were evacuated from Dunkirk (May 26-June 4). General Weygand had 
replaced General Gamelin as supreme Allied commander, but was unable to stop 
the Allied debacle in the battle of France. On June 22, France signed an armistice 
with Germany, followed by an armistice with Italy, which had entered the war on 
June 10. The Vichy government was set up in France under Marshal Petain. Britain, 
the only remaining Allied power, resisted, under the inspiring leadership of Winston 
Churchill, the German attempt to bomb it into submission. 


While Germany was receiving its first setback in the Battle of Britain, fought 
entirely in the air, the theater of war was widened by the Italian attack on the 
British in North Africa, by the Italian invasion (Oct. 28, 1940) of Greece, and by 
German submarine warfare in the Atlantic Ocean. Hungary, Romania, and Bulgaria 
joined the Axis late in 1940, but Yugoslavia resisted German pressure, and on Apr. 
6, 1941, Germany launched attacks on Yugoslavia and Greece and won rapid 
victories. In May, Crete fell. 


Great Britain gained a new ally on June 22, 1941, when Germany (joined by Italy, 
Romania, Hungary, Slovakia, and Finland), invaded the Soviet Union. By Dec., 
1941, German mechanized divisions had destroyed a substantial part of the Soviet 
army and had overrun much of European Russia. However, the harsh Russian 
winter halted the German sweep, and the drive on Moscow was foiled by a Soviet 
counteroffensive. 


WAR COMES TO THE UNITED STATES 


Though determined to maintain its neutrality, the United States was gradually 
drawn closer to the war by the force of events. To save Britain from collapse the 
Congress voted lend-lease aid early in 1941. In Aug., 1941, President Franklin 
Delano Roosevelt met Churchill on the high seas, and together they formulated the 
Atlantic Charter as a general statement of democratic aims. To establish bases to 
protect its shipping from attacks by German submarines, the United States 
occupied (Apr., 1941) Greenland and later shared in the occupation of Iceland; 
despite repeated warnings, the attacks continued. Relations with Germany became 
increasingly strained, and the aggressive acts of Japan in China, Indochina, and 
Thailand provoked protests from the United States. 


Efforts to reach a peaceful setthement were ended on Dec. 7, 1941, when Japan 
without warning attacked Pearl Harbor, the Philippines, and Malaya. War was 
declared (Dec. 8) on Japan by the United States, the Commonwealth of Nations 
(except Ireland), and the Netherlands. Within a few days Germany and Italy 
declared war on the United States. 
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The first phase of the war in the Pacific was disastrous for the Allies. Japan swiftly 
conquered the Philippines (where strong resistance ended at Corregidor), Malaya, 
Burma (Myanmar), Netherlands East Indies (Indonesia), and many Pacific islands; 
destroyed an Allied fleet in the Java Sea; and reached, by mid-1942, its furthest 
points of advance in the Aleutian Islands and New Guinea. 


Australia became the chief Allied base for the countermoves against Japan, directed 
by Gen. Douglas Mac Arthur, Admiral Nimitz, and Admiral Halsey. The first Allied 
naval successes against Japan were scored in the battles of the Coral Sea and 
Midway, where U.S. bombers knocked out the major part of Japan's carrier fleet 
and forced Japan into retreat. Midway was the first decisive blow against the Axis 
by Allied forces. On land the Allies took the offensive in New Guinea and landed 
(Aug. 7, 1942) on Guadalcanal in the Solomon Islands. 


THE TURNING POINT 


Despite the slightly improved position in the Pacific, the late summer of 1942 was 
perhaps the darkest period of the war for the Allies. In North Africa, the Axis forces 
under Field Marshall Rommel were sweeping into Egypt; in Russia, they had 
penetrated the Caucasus and launched a gigantic offensive against Stalingrad (see 
Volgograd). In the Atlantic, even to the shores of the United States and in the Gulf 
of Mexico, German submarines were sinking Allied shipping at an unprecedented 
rate. 


Yet the Axis war machine showed signs of wear, while the United States was merely 
beginning to realize its potential, and Russia had huge reserves and was receiving 
U.S. lend-lease aid through Iran and the port of Murmansk. The major blow, 
however, was leveled at the Axis by Britain, when General Montgomery routed 
Rommel at Alamein in North Africa (Oct., 1942). This was followed by the American 
invasion of Algeria (Nov. 8, 1942); the Americans and British were joined by Free 
French forces of General de Gaulle and by regular French forces that had passed to 
the Allies after the surrender of Admiral Darlan. After heavy fighting in Tunisia, 
North Africa was cleared of Axis forces by May 12, 1943. 


Meantime, in the Soviet stand at Stalingrad and counteroffensive resulted in the 
surrender (Feb. 2, 1943) of the German 6th Army, followed by nearly uninterrupted 
Russian advances. In the Mediterranean, the Allies followed up their African victory 
by the conquest of Sicily (July-Aug., 1943) and the invasion of Italy, which 
surrendered on Sept. 8. However, the German army in Italy fought bloody 
rearguard actions, and Rome fell (June 4, 1944) only after the battles of Monte 
Cassino and Anzio. In the Atlantic, the submarine threat was virtually ended by the 
summer of 1944. Throughout German-occupied Europe, underground forces, 
largely supplied by the Allies, began to wage war against their oppressors. 


The Allies, who had signed (Jan. 1, 1942) the United Nations declaration, were 
drawn closer together militarily by the Casablanca Conference, at which they 
pledged to continue the war until the unconditional surrender of the Axis, and by 
the Moscow Conferences, the Quebec Conference, the Cairo Conference, and the 
Tehran Conference. The invasion of German-held France was decided upon, and 
Gen. Dwight D. Eisenhower was put in charge of the operation. 
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ALLIED VICTORY IN EUROPE 


By the beginning of 1944 air warfare had turned overwhelmingly in favor of the 
Allies, who wrought unprecedented destruction on many German cities and on 
transport and industries throughout German-held Europe. This air offensive 
prepared the way for the landing (June 6, 1944) of the Allies in North France and a 
secondary landing (Aug. 15) in S France. After heavy fighting in Normandy, Allied 
armored divisions raced to the Rhine, clearing most of France and Belgium of 
German forces by Oct., 1944. The use of V-1 and V-2 rockets by the Germans 
proved as futile an effort as their counteroffensive in Belgium under General von 
Rundstedt. 


On the Eastern Front Soviet armies swept (1944) through the Baltic States, E 
Poland, Byelorussia, and Ukraine and forced the capitulation of Romania (Aug. 23), 
Finland (Sept. 4), and Bulgaria (Sept. 10). Having evacuated the Balkan Peninsula, 
the Germans resisted in Hungary until Feb., 1945, but Germany itself was pressed. 
The Russians entered East Prussia and Czechoslovakia (Jan., 1945) and took E 
Germany to the Oder. 


On Mar. 7 the Western Allies-whose chief commanders in the field were Omar N. 
Bradley and Montgomery-crossed the Rhine after having smashed through the 
strongly fortified Siegfried Line and overran W Germany. German collapse came 
after the meeting (Apr. 25) of the Western and Russian armies at Torgau in 
Saxony, and after Hitler's death amid the ruins of Berlin, which was falling to the 
Russians under marshals Zhukov and Konev. The unconditional surrender of 
Germany was signed at Reims on May 7 and ratified at Berlin on May 8. 


ALLIED VICTORY IN THE PACIFIC 


After the completion of the campaigns in the Solomon Islands (late 1943) and New 
Guinea (1944), the Allied advance moved inexorably, in two lines that converged 
on Japan, through scattered island groups-the Philippines, the Mariana Islands, 
Okinawa, and Iwo Jima. Japan, with most of its navy sunk, staggered beneath 
these blows. At the Yalta Conference, the USSR secretly promised its aid against 
Japan, which still refused to surrender even after the Allied appeal made at the 
Potsdam Conference. On Aug. 6, 1945, the United States first used the atomic 
bomb and devastated Hiroshima; on Aug. 9, the second bomb was dropped on 
Nagasaki. The USSR had already invaded Manchuria. On Aug. 14, Japan announced 
its surrender, formally signed aboard the U.S. battleship Missouri in Tokyo Bay on 
Sept. 2. 


AFTERMATH AND RECKONING 


Although hostilities came to an end in Sept., 1945, a new world crisis caused by the 
postwar conflict between the USSR and the United States-the two chief powers to 
emerge from the war-made settlement difficult. By Mar., 1950, peace treaties had 
been signed with Italy, Romania, Hungary, Bulgaria, and Finland; in 1951, the 
Allies (except the USSR) signed a treaty with Japan, and, in 1955, Austria was 
restored to sovereignty. Germany, however, remained divided-first between the 
Western powers and the USSR, then (until 1990) into two German nations. 
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Despite the birth of the United Nations, the world remained politically unstable and 
only slowly recovered from the incalculable physical and moral devastation wrought 
by the largest and most costly war in history. Soldiers and civilians both had 
suffered in bombings that had wiped out entire cities. Modern methods of warfare- 
together with the attempt of Germany to exterminate entire religious and ethnic 
groups (particularly the Jews)-famines, and epidemics, had brought death to tens 
of millions and made as many more homeless. The suffering and degradation of the 
war's victims were of proportions that passed the understanding of those who had 
been spared. The conventions of warfare had been violated on a large scale, and 
warfare itself was revolutionized by the development and use of nuclear weapons. 


Political consequences included the reduction of Britain and France to powers of 
lesser rank, the emergence of the Common Market, the independence of many 
former colonies in Asia and Africa, and, perhaps most important, the beginning of 
the cold war between the Western powers and the Communist- bloc nations. 
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MAIN MENU 


SINGLE PLAYER MODE 


Play a Campaign 


Click on the Single Player option in the Main Menu. In the Single Player Menu click 
on World War II Campaign and a screen will appear allowing you to select your 
faction. 


Choose your Faction 


Adolf Hitler - Germany 


BEST UNIT: 


In the faction selection screen you will find the following information on each 
faction: 


- The biography of their War Leader up to 1939 

- Their top armed forces unit along with the faction’s strong and weak points 

- An image of their initial territories in 1939 and details of their recent history 
Select a faction by clicking on its icon and then click on Next to continue. 
The following screen that appears allows you to choose the campaign’s options (see 


Game Options section of the manual). It is also possible to configure three 
fundamental aspects of the game: 
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Campaign Options 


A 2 
September ist, 1939: Second World War has fj Fou or War ] Raper orunite 
started! i 
F ey, 5 4 ; 
isefon [| anwar Creation) |S? 


Axis nations (Germany, Japan and Italy) 


USSR and France) have caused the biggest 


conflict the world has ever known. ["Teehnotoay Research )) ec 
be to defeat enemy nations with your 
unconditional allies support. In order to | Trading of Technology | "| | UseofMines | 
achieve vaur victory vou mill have all vour 4 

| water] 


(Qa 


against Allied nations (USA, Great Britain, | Use of Rav Materials |] Buildings Construction | | Use of Fuel 1] 


LEVEL OF DIFFICULTY 


You can choose from five different levels of difficulty, Rookie being the most simple 
and War Leader for the most advanced strategists. 


LEVEL OF COMPLEXITY 


The level of complexity allows you to choose between three pre-determined Game 
Options configurations. This is an easy way of achieving greater, or lesser, game 
complexity. However, you can also create your own personalized configuration. 


HISTORICAL RIGOR 


There are three levels of Historical Rigor to choose from: High, Medium and Low. 


In High Historical Rigor your campaign will begin on the actual date when your 
chosen faction entered the war: 


- Germany, Britain and France: September 1, 1939 
- Italy: June 10, 1940 

- The USSR: June 22, 1941 

- The USA and Japan: December 7, 1941 


You must also be aware that your allies and enemies will be pre-determined and 


unchangeable during the campaign. As you know, there were two opposing groups 
in the Second World War: 
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- The Axis: Germany, Japan and Italy 
- The Allies: The USA, Britain, The USSR and France 


In Medium Historical Rigor, as in High Historical Rigor, you will begin the 
campaign with predetermined allies and enemies according to your chosen faction, 
but in this option all factions join the war on the same date, September 1, 1939. 


Finally, in Low Historical Rigor, all factions join the war on September 1, 1939. 
However, in this option they do so in a state of neutrality and relative calm from 
which you can form alliances, or go to war with whoever you choose and even 
conquer the World. 

This is the most versatile mode of War Leaders: Clash of Nations, and one with 
which you can rewrite the history of the Second World War with total liberty. 


See the Campaign Mode Victory Conditions section of this manual for further 
information. 


Once you have configured the game as you wish, click Next to begin playing. 


Playing a Battle 


There are two ways to play a battle directly, without entering the Campaign mode: 
Quick Battle and Custom Battle. 


QuICcK BATTLE 


Quick Battle 


Forest Battle 1 USA vs. Germany Battle 


Forest Battle 2 “| Landscape: Humid 
Forest Battle 3 
Forest Battle 4 
Forest Battle 5 
Forest Battle 6 
Forest Battle 7 


Forest Battle 8 ? ay ; we oe < * 5 
Be a A fii 
Forest Battle 12 = “a . 3 a) 7) ge ue ‘ 
Forest Battle 13 }* 3 i Fl al ; Files < is 

feeesies: [ieee jae 
Forest Battle 16 £ / = E “i fs E), 


Forest Battle 17 


Forest Battle 18 - : = ry. io a i= Minimap Rotation wd 


Forest Rattle 19 


Size: 0.40 sq mile 


To play a Quick Battle, click on the Single Player option in the Main Menu and 
then choose Quick Battle. 
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A screen will appear in which you can configure some battle details rapidly. On the 
left of this screen you will find all of the battlefields available in the game, along 
with their different environments, including the capital cities of the most important 
nations. All of these battlefields have predetermined factions and troops. 


On the right of the screen you can choose the proportion of troops that you want in 
the battlefield and the battle options, which are explained in the Game Options 
section of this manual. 


When you are ready to commence battle, click on the Next button. 


CUSTOM BATTLE 


Faction Selection 


[ 


To play a Custom Battle, click on the Single Player button in the Main Menu and 
then Custom Battle. 


A similar screen to the Quick Battle will appear, except this time the factions and 
troops involved in the battle will not be predetermined. You can also choose the 
weather conditions and the time of day for the battle. When you have finished 
personalizing the battle characteristics, click on Next to continue. 


On the Faction Selection screen you can choose the number of participants in the 
battle, allocate credits to each participant for recruiting troops and align each 
participant in one of the four possible bands. You can also choose the mode of play: 


- Annihilation: Completely destroy the other groups to win. This is the 
default Quick battle mode. 

- Kill the general: |n this mode your objective is to protect your general and 
kill your adversaries’ generals. 


To reach the Recruitment screen, click Next. On this screen you can use your 
credits to create your army by recruiting the units you desire and promoting them 
to higher ranks. Recruitment can also be performed automatically by using the 
AutoRecruit option. 


Click on the Next button to commence battle. 
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MULTIPLAYER MODE 


In both Campaign Mode and Battle Mode you can play against other opponents 
online. The multiplayer features of War Leaders: Clash of Nations will be subject 
to future improvements so visit our website for the latest updates. 


Multiplayer 


Existing users - GameSpy ID Log In New users - Register Here 


Nickname DefaultNick Nickname 
Password Password 


Log In ( Create Account )) 
Passvyord lost? 
Nick lost? 


User’s Account 


War Leaders uses GameSpy technology to match games. If you already have a 
GameSpy account, introduce your nickname, e-mail and password in the “Existing 
Users” box. If you have forgotten your password or the nickname you registered, 
you may use the corresponding buttons. You will receive an e-mail with the 
requested information. 


If you have not a GameSpy account, create one using the “New Users” box. You 
may use this box to associate new nicknames to your existing account as well. 


Server List 


After logging in, a list of all available games will be shown. Choose one and double 
click on it in order to join that game. 

If you prefer to create a new game, you can use the “Host” button. After clicking 
this button, you can introduce the game name, and choose if you can create a 
Battle or Campaign game. 
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Multiplayer Game Lobby 


After joining or creating a game, you will access to that game lobby. You will see 
the list of connected players and the options they have already chosen, depending 
if it is a Battle or Campaign game. You can also read the options the host player 
has configured for this game. If you want to request any game setting, or simply 
talk with the rest of the players, you may use the chat box in the bottom part of 
the screen. 


If you are in a Campaign game, you only have to choose a faction. If it is a Battle 
game, you also have to choose one of the four available sides, and recruit units 
using the “Recruit” button. You will access to a menu identical to the “Custom 
battle” one, where you can spend the credits the host has set for you. 


After making these elections, please click the “Ready” button. When all players 
have clicked their Ready buttons, host will be able to launch the game. 


If you are the player hosting the game, you will be able to configure the game 
players, and to kick other players if any of them is annoying. 
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OPTIONS 


By clicking the Settings button in the Main Menu, you can configure the different 
video, audio and control options. 


Game Settings 
The Game Settings screen is divided into three sections. 


CAMPAIGN 


Game Settings 


Fog of War [Y] Automations 
( Battle \ 


{ Help System 


\\ } 
Use of Raw Materials /] 
| Use of Regime Affinity 
Use of Morale 


Buildings Construction 
Technology Research 
Tax Collection 


Trading of Technology 1] 
Fast Unit Movement | 


In this section you can configure the following campaign options: 


- Fog of War: By activating this characteristic, you will only be able to see 
your nation’s territories, your allies’ territories and all adjacent territories. 

- Use of Oil: Activates the use of oil to provide an extra challenge when 
managing a campaign. Oil is necessary for moving your vehicles, planes and 
ships. You must conserve your reserves and gain new oil deposits through 
trading and conquering. See the relevant part of the Campaign Mode 
section. 

- Use of Raw Materials: Activates the necessity for raw materials. See the 
information on each raw material in the Campaign Mode section. 

- Use of Regime Affinity: Activates the regime affinity of the population in 
your territories. See the relevant part of the Campaign Mode section of this 
manual. 
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- Use of Morale: Activates the morale characteristic of your troops. Troop 
morale affects their performance in battle. 

- Trading of Technology: Permits commercial trade in discovered 
technologies. 

- Fast Unit Movement: Allows you to choose the default speed of your units 
to accelerate the change of turn. Choose Skip, if you do not wish to see the 
movements of the armed forces. 


Furthermore, the creation of armies, construction of buildings, research of 
technologies and collection of taxes can be automated. All these automation options 
will ease your management responsibilities as War Leader, above all when your 
nation possesses a large number of territories. 


BATTLE 


Within the Battle section the following options can be chosen: 


- Number of Units: This option deals with the proportion of units that will 
appear in the battle. The indicator on the right will provide you with a vast 
number of units, but controlling them will be more complicated. 

- Use of Fuel: The activation of this option provides you with a further 
challenge as the fuel consumption of your vehicles will be taken into 
account. You will, therefore, need to refuel at a supply point in the 
battlefield or keep a supply unit close to you. Vehicles which run out of fuel 
will become immobile. 

- Use of Ammo: As in the previous option, your units will use up their ammo 
as they attack the enemy. You will have to provide them ammunition from 
battlefield supply points or through supply units. Units without ammo will 
become defenseless. 

- Use of Morale: Activating this option will give your troops conscience and 
make them aware of the risks their lives are at in the battlefield. Therefore, 
you will be unable to prevent them from ignoring your generals’ orders and 
running away in certain situations. In the same way you can make enemy 
troops run away by inflicting grave damage on them or by demonstrating 
your superiority. 

- Use of Mines: By activating the use of mines you will be able to create 
minefields with your engineers. 

- Weather: To create a more realistic environment, activate this option to 
allow changes in weather conditions during battle. Depending on where you 
are in the world you will experience rain, snow, wind or find yourself 
surrounded by dense fog. 

- Minimap Rotation: You can make the interface minimap turn as you turn 
the game camera or deactivate this option, if you find it difficult to manage. 


HELP SYSTEM 


Here you can activate the use of Tool Tips and the amount of time you must hold 
the mouse cursor over an object for information about it to appear. 

You can also choose to use the Advisor for Campaign games. If it is activated, he 
will advise you as frequently as you indicate in the “Amount of advises” option. 


23 


Video Settings 


The Video Settings screen allows you to choose the General Visual Quality 
option, which automatically configures all the graphics options according to the 
general quality specified by you. You can also use the AutoDetect option so that 
the options self adjust to best suit your graphics card. 

However, if you wish, you can personalize the graphics set up through the seven 
sections in which this screen is mentioned. 

Don’t forget to click on Apply to save your changes! 


SCREEN 


Video Settings 


General Visual Quality Custom 4 


Advanced Options 


(Textures \ 


—___1 
=] 


( Models 


{Campaign 


In this section you can configure the following options: 


- Widescreen: Tick this box if you have a panoramic monitor to view the 
different panoramic screen resolution options. 

- Campaign Resolution: Here you can choose the screen resolution for the 
Campaign Mode. Bear in mind the resolutions which your monitor can 
manage. 

- Battle Resolution: Here you can choose the screen resolution for the Battle 
Mode. Bear in mind the resolutions which your monitor can manage. 

-  Anti-Aliasing: Smoothes the edges of 3D objects. You can choose between 
the levels supported by your graphics card. 

- Vertical Sync: Activates screen painting vertical synchronization. This 
option can be necessary on some computers. 

- HDR: Activates the High Dynamic Range, which permits more realistic 
image light quality in Battle Mode. 

- Bloom: Activates bloom on screen, which improves the general image 
quality. 
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- Gamma Level: Adjusts screen brightness. 


TEXTURES 


- Texture Quality: General texture quality in terms of size and resolution. 
The higher the quality, the greater the demands on your video card’s 
memory. 

- Texture Filtering: |mproves the rendering quality of the textures. You can 
choose between the different levels supported by your graphics card. 

- Normal Mapping: Generates roughness and greater detail through the 
lighting of 3D objects. 

- Specular Mapping: Generates shine by illumination according to the type 
of material in 3D objects. 


MODELS 


- Model Quality: Choose the quality of 3D objects to use models with more 
or less polygons. 

- Create Infantry Extras: By activating this option you will be able to see 
drivers in their vehicles and commanders in their tanks. 

- Destroyed Vehicles Remain: Activate this option to allow destroyed 
vehicles to remain in the battlefield. 

- Dead Soldiers Remain: Activate this option to allow the corpses of dead 
soldiers to remain in the battlefield. 

- Destruction Pieces: Activate this option to permit shrapnel to fly off 
objects that receive impacts or that are destroyed. 

- LOD Control: Increases or decreases the Level of Detail to control the 
quality of models in polygons, according to their distance. This option can 
improve performance in battle. 


ENVIRONMENT 


In this section you can configure the Level of Detail of trees, grass, explosion 
craters, water and these other elements: 


- Shadows: Activates the appearance of shadows for all objects. 

- Land Detail Textures: Activates maximum detail for the battlefield terrain. 
- Exteriors: Activates visibility of the battlefield outside the game zone. 

- Exterior Objects: Activates visibility of objects outside the game zone. 

- Clouds: Activates the existence of clouds in the sky. 

- Atmospheric Effects: Activates the existence of atmospheric effects. 

- Wind: Activates the effects of wind on vegetation. 


VISUAL EFFECTS 


In this section you can configure the general quality of visual effects along with the 
visualization of certain special effects such as shoot traces, vehicle traces and dust 
effects of vehicles in motion and so on. 


CAMERA 


In this section you can configure the maximum distance at which the scene can be 
viewed, both in general and in terms of objects. The shorter the maximum distance 


25 


is, the better the in-game performance. However, choosing a shorter distance 
restricts your range of vision. 


CAMPAIGN 


To increase performance in Campaign Mode, you can configure the appearance of 
certain elements: coastal wave effects, raw material symbols over territories, 
vegetation and shadows. 


Control Settings 


The Control Settings is divided into two sections: 


MOUSE 


Mouse sensitivity and mouse button functions can be configured here to suit your 
preferences. 


KEYBOARD 


Control Settings 


« Mouse ) Camera: Move forvard 


Camera: Move 


Delete 


Page Down 


Space 


S 
| Pause p 


In this section you can configure the keyboard controls to suit your personal 
preferences by clicking on the key you wish to change and then clicking on the key 
you wish to swap it for. 

You can save different configurations and load them later or return to the default 
settings. 
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LOADING A GAME 


There are two possibilities in the Main Menu for loading games in Campaign Mode: 


- Continue Campaign: Automatically loads from the last manual save point 
or automatic save point, in Campaign mode. Remember that the game is 
automatically saved after every turn. 

- Load Campaign: Choose the saved game that you wish to load, including 
autosaved games. 
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TUTORIALS 


The tutorials in War Leaders: Clash of Nations are easy to use videos divided 
into chapters to help you to learn how to play in both Campaign and Battle Modes 
in a simple and relaxed manner. 

To access the tutorials simply click on the Tutorials option in the Main Menu. 


The tutorials for both Campaign and Battle Modes are divided into 5 chapters: 
CAMPAIGN MODE 


- The World Map and Basic Controls 

- Screen Interface 

- The Ministries 

- Control of Territories, Armed Forces and Characters 
- Change of Turn 


BATTLE MODE 


- The Battlefield and Basic Controls 

- Screen Interface 

- Starting and State of a Battle 

- Controlling Formations and Generals 
- Key Elements of Battle 


We recommend viewing the tutorials in order, but it is also possible to view them in 
the order you wish according to your needs. 
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SCREEN INTERFACE GUIDE 


CAMPAIGN MODE 


= 


§)(0,000,800 


In the screenshot above you can see the different components of the Campaign 


Mode 


screen interface. See below for information on each numbered component. If 


you require further information, you can refer to the corresponding Campaign Mode 
section of this manual. 


1) 


Date, Money and Oil panel: This panel gives you at-a-glance information 
on the date of the current conflict and the financial and oil reserves in your 
possession. While you maintain positive numbers on the scoreboard, 
everything will go well. Negative financial figures will be shown in red. 

Mini World Globe: The globe allows you to move around the world quickly 
and to anyplace you wish. Click on any point on the globe to move there 
directly or click and drag to rotate the globe. 

Filter Buttons: With these buttons you can change the information filters 
for the colored territories on the map. The central icon shows the active 
filter, which can be changed by using the arrows. 

Ministry Buttons: Each button in this panel opens a Ministry with its 
specific information and activities. 

Button Lists: Click on these buttons to obtain detailed lists of your nation’s 
territories, armed forces and characters. 

Next Turn Button: By clicking on this button you move on to the next turn 
allowing all your orders, made during your turn, to be executed. 
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7) Event Icons: After completing a change of turn, you will receive detailed 
information on recent events via these icons. Click on an icon to open it and 
right click to delete an icon. Some events will be automatically announced in 
the form of news video clips. 

8) Army or Selected Territory Panel: The icons in this panel provide 
information on the selected army’s divisions, or the buildings constructed in 
the selected territory. Double click on an individual element to see its 
information. 

9) Army Interface: Each army on the world map has indicators that can 
provide further information. The flag indicates the faction to which it 
belongs; the pile of bullets indicates the number of divisions within the 
army; the crosses on the right indicate the average rank of experience 
within the army; the colored circle indicates whether the army can be moved 
(green), or not (red), or if the movement will lead to another action, such as 
the merger of two armies or the boarding of troops onto a transporter 
(orange). 

10)Movement Arrows: These arrows show the movements and attacks of 
armies between territories. The arrow color indicates if the movement is a 
single turn movement (green), if it will lead to an attack (red) or if the 
movement is a multiple turn movement (blue). In the case of a multiple turn 
movement the number of turns required to complete the movement will be 
shown above the arrow. 

11) Advisor: Your advisor will give you all kinds of warnings and advice during 
the campaign. 

12) Activate Advisor: To Activate / Deactivate the Advisor function. 
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BATTLE MODE 


In the screenshot above you can see the different components of the Battle Mode 
screen interface. See below for information on each numbered component. If you 
require further information, you can refer to the corresponding Battle Mode section 
of this manual. 


1) 


Visibility of Control Panels: Your view of the battlefield can be increased 
by turning each of the three main panels. The panels can be hidden 
completely or changed to appear only when the mouse cursor is placed over 
them. 

Battle Map: This map shows an overhead view of the battlefield. Your units 
will appear in white. However, your units will appear in green, if they have 
been selected and enemy units will be shown in red. You will also be able to 
see your range of vision within the game. 

Selected Units Panel: This panel shows detailed information about any 
individual units that you have selected and general information about 
various units, if you have selected multiple units. 

Unit Orders Panel: This panel shows all the common orders that you can 
give to your selected units. 

Infantry Position Control: With this control you can order selected 
infantry units to stand, kneel or go to ground. 

Grouped Units Control: Here all the groups and formations assigned to a 
general can be viewed. To select a group click on the tab and right click to 
dissolve a group. 

Formation Control Buttons: These buttons allow you to form and dissolve 
the three types of unit formations available: Marching, Defense and Attack. 
Aerial Squadron Call Buttons: These buttons allow you to call for 
squadrons and create formations of all types of aerial units: fighters, tactical 
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bombers, level bombers and aerial transporters with paratroopers. These 
aerial units and formations can then be ordered to move into the battlefield 
airspace and carry out missions. 

9) Naval Artillery Call Button: With this button battleships close to the coast 
can be ordered to raze the area of land that you indicate. 

10)! ndividual Control of Ships and Aircraft: These controls consist of drop 
down buttons that represent each of your aircraft and ships in the 
battlefield. You can click on the buttons to give orders, position a tracking 
camera on your units, by using the right mouse button, and also view their 
remaining life (green bar) and fuel (blue bar). For ships you can also view 
the reloading time of their cannons (blue bar). 

11) Access Information for Generals and Heroes: These buttons allow you 
quick access to your generals and their assigned troops, and to your heroes. 
Double click on these characters to position the camera where they are 
located. You can also view their remaining life. 

12)Unit Selection by Type Icons: These drop-down icons allow you to 
specifically select the types of units that are of most use to you from the 
current selection. 

13) Unit Interface: These icons are situated above the units. They indicate the 
nationality of the unit by color, unit type, along with the unit’s rank, 
experience and remaining life. Using the “Space” bar you can view the 
interface for all units on the screen, including enemy units. 

14) State of Units Icons: On some occasions you will see an icon flashing 
above your units. These icons show the unit’s current state: in retreat, 
camouflaged, out of fuel or out of ammo. 

15)Army Potential Panel: This panel shows information about which army is 
on the attack (on the left) and which army is in defense (on the right) on the 
battlefield. You will also be able to see which army has the greatest relative 
potential of land troops and aerial units at any time. The color of the 
potential indicates the nation it belongs to. 

16)Game Speed Control: Use this panel to set the game speed in battle and 
to pause the game in order to take decisions and give orders. 

17)Remaining Game Time Panel: The time remaining until the end of the 
battle is shown in this panel. The attacking force must reach victory before 
the time runs out. 
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CONTROLS 


CAMPAIGN MODE 


We will now look at the most important Campaign Mode controls: 


CAMERA 


Movement 


Arrow keys or mouse on the screen limits 


Quick movement to a point 


Mouse left button over the little world map 


Rotate little world map 


Mouse left button + drag mouse 


Zoom 


Mouse wheel 


Rotation & movement 


Mouse wheel button + drag mouse 


ARMIES & TERRITORIES CONTROL 


Army's selection 


Mouse left button over a army 


Territory’s selection 


Mouse left button over a territory 


Merge armies 


Mouse left button + drag mouse over other army 


Army’s movement 


Mouse left button + drag mouse over other 
territory 


Army’s attack 


Mouse left button + drag mouse over a enemy or 
neutral territory 


Open details of armies, 
territories and others 


Double click mouse left button over the element 


Open order icons of spies 


Mouse right button over the spy selected 


OTHERS 


Change movement mode of 


the armies in the pass of Space 
turn 
Detail panels of territories Control 


Change information filters of 
the territories 


‘1’ to ‘8’ keys or interface buttons 


Screenshot 


F12 


Load / Save / Exit 


Escape 
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BATTLE MODE 


We will now look at the most important Battle Mode controls: 


CAMERAS 
[Action Cs] Keyboard/ Mouse 
Movement Arrow keys or mouse on the screen limits 
Quick movement Left ALT + mouse 
Quick movement to a point Double click mouse left button over the ground 
Zoom NumPad +/- or mouse wheel 
Rotation Delete, next page 
Quick zoom & rotation Space or mouse wheel button + drag mouse 
Unit view mode ALT Gr + mouse left button over a unit 
Rotation Arrow keys or mouse 
Change unit NumPad +/- or mouse wheel 
Exit view mode Mouse left or right button 
Binoculars view mode ALT Gr + mouse left button over the ground 
Rotation Arrow keys or mouse 
Zoom NumPad +/- or mouse wheel 
Exit view mode Mouse left or right button 
Aircraft view mode F8 or right button over the interface icons 
Rotation Arrow keys or mouse 
Change aircraft NumPad +/- or mouse wheel 
Exit view mode Mouse left or right button 


UNITS CONTROL 


Single unit selection Mouse left button over a unit 
Multiple units selection Mouse left button + drag mouse (selection window) 
Add to selection Left button + Shift over a unit 


Left button + Ctrl over a unit or double click mouse 


Same type units selection iste bution ever aunt 


Unit’s unselection Mouse left button over the ground 
Mouse right button (if the button is kept pressed, it 
Unit’s movement will be also possible to define the direction of the 
units when reaching its destination) 
Unit’s attack Mouse right button over a enemy or building 
Units force fire Ctrl + mouse right button 


Interface buttons on the panel of orders or directly 


Unit's orders depending to the active cursor 


UNIT ACTIONS 


Retreat 

Halt current action 

Attack position 

Aggressive mode. 

Automate healing, repairing 


T)M)O | o| 
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and supply of fuel and ammo 


Heal infantry units 


Repair vehicles 


Supply with fuel and ammo 


Camouflage infantry 


Camouflage building 


Enter a building 


Exit building 


Board a transporter 


Exit from transporter 


Attach cannon 


Unattach cannon 


Dig in 


Place mines in area 


Deactivate mines in area 


Assign to the general 


Unassign general units 


General - Attack a position 


General - Defend a position 


General - Move to a position 


O|TICIN|O/Z|Z/4/A|TH]<|<|<}/WjO|O|<|<)~< 


Create marching formation 


Alt + 1 


Create defensive formation 


Alt + 2 


Create attack formation 


Alt + 3 


Call fighters 


Alt + 4 


Call tactical bombers 


Alt +5 


Call level bombers 


Alt + 6 


Call paratroopers 


Alt + 7 


Order naval bombing 


Alt + 8 


Change position: standing 


Insert 


Change position: kneeling 


Home 


Change position: lay down 


Previous Page 


UNIT SELECTION 


Select all units Fl 

Select vehicles F2 

Select static vehicles F3 

Select infantry units F4 

Select tanks and anti-tanks F5 

Select anti- aircrafts F6 

Select artilleries F7 

Select medics FQ 

Select engineers F10 

Select supply units F1l 

OTHERS 

Pause ‘P’ or interface button 
Game speed Interface buttons 
Screenshot F12 

Exit Escape 
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CAMPAIGN MODE 


THE OPERATIONS MAP 


Moving around the Operations Map 


|n War Leaders: Clash of Nations the Operations Map covers the entire globe. 


All the countries are represented by the frontiers that were in existence at the time 
of Second World War. The main world powers possess many territories, both in 
their homelands and via colonies established mainly in Africa and Asia. 


To move around the map you can use the cursor keys or place the mouse cursor at 
the edge of the screen to move in all directions. You can also zoom in or zoom out 
of the map by using the mouse Wheel. If you zoom a long way out, you will be able 
to see the entire Earth from space. 


=, _ 
30,006,262 


aN 
$)(0,000,700 


Pd 


If you wish, you can use the miniglobe, in the bottom right of the screen, to move 
more quickly around the map. Click on any point on the globe to be immediately 
transferred there, or click and drag to rotate the globe. 
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To change the vertical camera angle, hold down the Wheel and move up or down. 
In this way you can gain a ground level, or overhead, view of the map. 


(2/2Ise P11 /9)3/9§ 
@ 6.00571 3) 
(0,000,833) 


The Operations Map is divided into territories. The color of the frontiers indicates 
the nation to which each territory belongs: 


Color Nation 

Black Germany 
Yellow Japan 
Orange Italy 

Green The USA 
Magenta Britain 

Red The USSR 
Blue France 

Grey Other nations 


All types of characters and armies can be found in each territory, along with 
deposits of raw materials. 


If you pass the mouse cursor over any element, you will be provided with valuable 
information about it. 


Each army is represented by its most important unit: a general, a hero, or its most 
powerful division. Left click on an army, a character, or a territory to select them. 
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Erwin Rommel 

Germany 

Potential: 3078 

Double left click for more details 


By double clicking on any unit on the map, for example, a territory, an army, or a 
raw material, you can view its details. 


Fog of War 


Not all territories are visible at the beginning of the game due to the Fog of War. 
You will only be able to see your own territories, those of your allies and all 
adjacent territories. 


Your spies can be used to clear the Fog of War and to gain information on enemy, 
or neutral, territories. 


The Fog of War can also be eliminated during the campaign by deactivating the 
option at the beginning of the game. 


Filters 


As you already know, the color of a frontier indicates the nation to which it belongs. 
This information can be changed via the use of information filters. Click on the 
buttons in the bottom right corner of the miniglobe to change the filter, or use the 
keyboard to change them directly by using the numbers 1 to 8. 


Filters will give you all kinds of information via the frontier color of the territories: 
1 - Detailed Information Panels 


2 - Population Affinity 
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3 - Army Potential 

4 - Territories with Airports 

5 - Territories with Ports 

6 - Initial Territories for each Nation 
7 - Level of Wealth 

8 - Level of Taxation 


Detailed Information Panels for all you territories can be activated by pressing 
“Control”. If you then place the mouse cursor over one of these panels, the 
information will be amplified. To hide them again, press “Control”. 
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On-Screen Information 


Besides the information that can be obtained from the world map, there are a great 
number of panels and windows available at all times to help you manage your 
duties as War Leader. 


It is very important to check the upper panel regularly. This panel shows the 
current date, available funds and your reserves of oil. It is vital to maintain a 
healthy economy, as a lack of funds can impede many war time activities. 
Furthermore, the possession of oil allows your armies to move, so be careful not to 
run out! 


The necessity for Oil can be eliminated when choosing options at the beginning of 
the Campaign. 
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The lower central panel provides access to all your nation’s Ministries, as well as 
access to lists of your territories, armies and characters. From here you can 
manage all aspects of their functions. 

You will also find a large Next Turn button. 

Later sections will provide you with further information on all of the elements 
mentioned. 


The majority of your management duties can be carried out through the use of 
windows. In each window you will find information, buttons, controls, tabs and 
images. If you double click on the icons of certain elements, such as units, 
buildings, technologies or raw materials, you will be provided with detailed 
information about them. 


To close a window you can either click on the button in the top right corner, or 
press the “Escape” key. 


For more expansive information on the Campaign Mode Screen Interface consult 
the relevant section of the Instruction Manual. In the following sections we will look 
at the information and controls of different Screen Interface elements in more 
detail. 


THE TURN SYSTEM 


In Campaign Mode the game advances via a system of turns. Each turn is 
equivalent to a week of the Second World War. 

The timeframe of a War Leader campaign stretches from the beginning of World 
War II, on September 1, 1939, until the end of the 40s, on January 1, 1950. 
Therefore, you will have a total of 530 turns to achieve victory. 


During each turn you can perform a large number of tasks: 


- Move your armies, fleets and characters. 

- Attack other territories. 

- Negotiate diplomatic and trade agreements. 

- Assign missions to your spies. 

- Order the recruitment/construction of new units in your territories. 
- Repair and upgrade units. 

- Order the construction of new buildings in your territories. 
- Check messages about events as they appear. 

- Control uprisings in your territories. 

- Change levels of taxation. 

- Choose a technology to discover. 

- Compare the development of all nations. 


Before finishing a turn you should complete certain tasks: 


- Search for unoccupied armies and characters. 

- Search for territories with low affinity or those that are in rebellion. 
- Check that your research queue is not empty. 

- Check that your War Leader is protected. 

- Check on enemy spies. 

- Unite armies to achieve greater potential. 

- Construct the buildings and units that you will need in the future. 
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- Check on your economy and raw materials, especially your financial and oil 
reserves. 


Once you have finished planning your operations on the world map, 
and you have done all the necessary management tasks for your 
nation, you must click on the Next Turn button to put them into 
action. 


During the change of turn all the actions that you have ordered are 
carried out and, at the same time, all the movements and actions ordered by the 
other nations are also carried out. To accelerate the movement of troops, press the 
“Space” bar. 


Warnings can appear in the change of turn that require you to take decisions as 
War Leader, such as resolving battles or making diplomatic and trade agreements. 
For further information see the relevant section of this Manual. 


At the beginning of every new turn you will see event boxes 
appearing on the right of the screen. These boxes will allow you to 
keep up to date with all the events that take place during the 
change of turn: economic balance, new constructions, discovery of technologies, 
declarations of war etc. To read a news message simply click on it, then right click 
on the message to delete it. 


RESOURCES 


There are several resources which are essential for a campaign to progress: money, 
oil and raw materials. 


Money 


The base of any economy is money and this is the most important resource in the 
game. Money is necessary for the construction of buildings and armies, and also for 
their maintenance. It is also the basic element to be exchanged in trade and 
diplomatic treaties. 


WAYS OF OBTAINING MONEY 


- Collecting taxes from your territories. 

- Credits and loans from other nations. 

- Through diplomatic and trade treaties. 

- Through the possession of precious raw materials, such as diamonds, gold 
and silver. 

- Through the conquering of territories as war bounty. 


WAYS OF SPENDING OR LOSING MONEY 


- Constructing buildings and recruiting troops. 
- Maintaining buildings and armies. 

- Research expenditure. 

- Through diplomatic and trade treaties. 
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- Through giving credits and loans to other nations. 
- Through the loss of territories to enemy conquering forces or due to 
revolution. 


TAXES 


The principal way to obtain money is through taxes. 
The amount of money obtained in each turn is dependent on the population size, its 
level of wealth and the percentage of taxes imposed. 


The population increases gradually with each turn, but can also be reduced by 
battles and bombardment. 


The wealth index depends on the geographic and historic situation of the territories. 
The richest areas are in Europe, North America and Japan, above all in the nations’ 
capitals. The poorest zones are found in Africa, Asia and Latin America. African and 
Asian colonies are poor in terms of wealth, but possess valuable raw materials. 


The level of taxation for each territory can be set at any time. High taxes will 
provide the nation with more money on each turn, but will also put the population's 
affinity towards the regime at risk, possibly leading to rebellions and revolutions. 
This will be explained in greater depth later in this manual. 


Raw Materials and Oil 


Raw materials are obtained from deposits within a nation’s territories or through 
trade agreements. 


Permits the production of the fuels necessary for the 
mobilization of all types of ships, aircraft and vehicles. A lack 


Oil/Petroleum of oil would mean the collapse of the Armed Forces as the 
infantry are the only units able to move without the use of 
fuel. 

Molybdenum Increases fuel production. 

Necessary for the construction of all types of vehicles that 

Rubber . ; 
use tires, as well as airplanes and ships. 

Uranium Necessary for the construction of Atomic Bombs. 

Diamonds Improves a nation’s wealth, increasing money on every turn. 

Gold Improves a nation’s wealth, increasing money on every turn. 

Silver Improves a nation’s wealth, increasing money on every turn. 


Necessary for the construction of RADAR stations and 


COpPEr Centers for Military Research. 
Iron Necessary for the construction of all types of armored units. 
: Necessary for the construction of Advanced Aircraft with 
Aluminum . 
light alloys. 
; Necessary for the construction of Jet Fighters, V-1, V-2 and 
Magnesium ; 
Atomic Bombs. 
Necessary for the construction of Heavy Armored and other 
Chrome ; ; ; 
units with large caliber cannons. 
Manganese Necessary for the construction of Heavy Armored vehicles. 
. Necessary for the construction of Advanced Heavy Armored 
Vanadium , 
vehicles. 
Increases the effectiveness of attacks against armored 
Tungsten 


vehicles if Perforating Projectiles Technology has been 
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discovered. 


Each territory can contain one, several or no raw materials. Those territories which 
possess one or more valuable raw materials should be specially defended from the 
enemy. 


Only one unit of each raw material is needed to cover the needs of all the processes 
that use raw materials. Excess raw materials can be offered to other nations in 


trade agreements. 


There are two ways of obtaining new raw materials: through trade agreements with 
other nations or through the conquering of the territories that contain them. 


Bear in mind that the need for raw materials can be deactivated in the options at 
the beginning of a Campaign. 
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THE MINISTRIES 


The access to your nation’s ministries can be found in the buttons in the lower 
central panel. Once access to the ministries has been gained, all the fundamental 
tasks involved in running a nation can be carried out. 


Ministry of Economy 


MINISTRY OF ECONOMY & TRADING —_——— \ 
Raw Materials | 


Available Credits 3734 
Average Tax Rate: wa Automation of Tax Collection:[_ | 


Incomes: — Expenses: 


Taxes: Buildings Construction: 

Trading: Armies Construction/Recruitment: 
Loans & Credits: Buildings Maintenance: 

Territory Conquests: Armies Maintenance: 

Raw Materials: Research: 

Trading: 

Loans: 

Territory Loses: 


Total Income: Total Expense: 


In the Economy Ministry you will find two tabs, one related to economic 
aspects and the other related to your nation’s raw materials. 


The first section provides information on the total money available. The 
level of taxation (0-100%) throughout all a nation’s territories, and its automated 
collection, can be set on each turn. 


Below you will find your nation’s economic balance on the current turn. The section 
on the left displays your nation’s total income and the section on the right shows 
expenditure. 


The final section displays the current amount of money available, the result of the 
balance (income-expenditure) and the funds forecast for the next turn. 


You should try to maintain a positive economic balance. If not, you may end up 
with no money in the future. 
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In the second tab you will find information on all your nation’s raw materials. 


The first section shows information on oil reserves, the amount produced during 
every turn, current consumption, the balance between production and consumption 
and finally, a forecast of how many turns your reserves will last at the current rate 
of consumption. 


Further below you can see the amount of each type of raw material you possess. 


The grey icons represent the lack of a certain raw material. Double click on any of 
them to see more detailed information. 
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Ministry of Science and Technology 


q 


Built R&D Centers 
Investment on R&D Per Turn 


Technology Tree 


Papi) 3) 3) Sale 
— 
(] esrionace 2 $$ —— ———_— 
[] Mevicine 


In the Ministry of Science and Technology you can view the tree of 

available technologies and choose the technologies you wish discover 

and in what order. 

To research any technology you must have constructed research centers 

in your territories. The speed at which the research takes place is 
dependent on the number of research centers your nation possesses. 


The first table shows information on the number of research centers belonging to 
your nation and the total budget designated for research. You can reduce research 
costs by between 0 and 100%. If your nation is in financial trouble, you can reduce 
research spending. This will, however, lead to some research projects being 
cancelled, or a reduction in the speed of research. If your nation is bankrupt, the 
cost of research will turn to 0%. 


To choose a technology to research, simply click on it in the technology tree. The 
technology will be automatically added to the research queue, along with all the 
intermediate technologies necessary to discover the chosen technology. Left click 
on a technology to remove it from the queue. 


Below the research queue the number of turns required to complete the queue and 
the total budget available to do so are displayed. 


In the lower right corner you can automate the research. 
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Ministry of Internal Affairs 


Number of Territories: 0 Total Area Occupied: 619359 
Total Population: 82860 Overall Regime Affinity Rate: 50 


List of Territories 


——_—— 


Mecklenburg-Vorpommern 50% 


Rheinland-Pfalz-Hessen 


il 


TL) 
. 


Osterreich 


Brandenburg 


In the Ministry for Internal Affairs you will be informed of the total 
number of territories belonging to the nation, the total area in Km2, the 
total population and the average affinity of the population towards your 
regime. 


You will also be able to see the complete list of your nation’s territories and their 
affinities. It is very important to watch the affinity of every territory very carefully. 
You should maintain affinity as high as possible as an unhappy population can 
cause many problems, from entering into rebellion and refusing to pay taxes, to 
initiating a revolution and separating from your nation. 


The most important factors for controlling affinity are taxes, the troops defending 


the territory and the presence of generals, heroes, or the War Leader. For more 
details on affinity see the section of the Manual on territories. 
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Ministry of Foreign Affairs 


\e* Distrust: 46% Distrust: 46% 
a 


Affinity: 125% ha Affinity: 125%. 
Spain 


Distrust: 46% 
Affinity: 75% 


T 
Distrust: 46% > : Distrust: 46% 5 
Affinity: -100% Affinity: -101% & 


Distrust: 46% 
Affinity: -100% 


Distrust: 46% 
Affinity: 75% 


In the Ministry of Foreign Affairs you will find detailed information on 
diplomatic relations between nations. 


The central table shows the most important nations. The colors of the 
arrows between them indicate their diplomatic status: 


Green Allies 

White At peace 
Red At war 

Blue Under truce 


You can select any of the principal nations simply by clicking on them. You will then 
be able to see their diplomatic status with other nations and the affinity of these 
nations towards the selected nation, as well as the level of general confidence that 
the nation inspires. 


On the right you will find the remaining nations of the world, excluding colonies and 
protectorates as they were not independent nations. 


Double click on any nation to visit the leader and negotiate all kinds of diplomatic 
and trade agreements. To find out more about the workings of agreements see the 
relevant section of this manual. 


Finally, at the bottom, the selected nation’s active agreements can be seen. 
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There are two very important characteristics to take into account when carrying out 
diplomacy or trade with other nations: the degree of confidence and the level of 
affinity. 


DEGREE OF CONFI DENCE 


This is the Degree of Confidence that a certain nation generates in other nations. It 
is a unique value for each nation and indicates the likelihood that a nation will 
respect the agreements it has signed. A low degree of confidence makes it difficult 
for a nation to sign agreements with other nations and as a result such agreements 
will be more costly. You should, therefore, keep your word and honor your 
agreements. If you fail to do so, nobody will want to deal with you. 


By complying with a treaty while it is in | By attacking a nation without a previous 
force. declaration of war. 
Gradual increase over time. By indirectly breaking a treaty. 
By canceling a treaty through diplomatic 
means. 


LEVEL OF AFFINITY 


The affinity between nations indicates the friendliness of their relations in both 
directions. This means that a nation can have good affinity with another nation, but 
that nation does not necessarily have to reciprocate. This could occur if, for 
example, Germany unilaterally broke an alliance with Italy. As a result, Italy’s 
affinity with Germany would be reduced, whereas Germany could maintain its 
original level of affinity towards Italy. 


It is important to maintain good affinity with the other nations, or at least with your 
allies. Doing so will improve your nation’s international relations and ease the 
negotiation of agreements. Furthermore, a high level of affinity is necessary for 
certain types of treaties to be made, such as alliances, for example. 


By declaring peace. By declaring war. 

By agreeing a truce. By breaking, or canceling, an alliance. 

By agreeing an alliance. By breaking any type of treaty. 

By signing any type of treaty. se a battle fought against the 
_ : With every territory captured from the 

By giving gifts. petiga: y # Sey 


If the nation discovers a spy carrying 
out missions in its territory. 
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Ministry of War 


In the War Ministry you will find detailed information on your armies and 
buildings in all your territories. 


Data on the number of infantry divisions, vehicles, planes and war ships 
belonging to your armed forces are displayed at the top. You can also see the 
number of heroes and generals in your armies. 

The total number of divisions, overall potential and maintenance costs of your 
armies are also shown. 


Immediately below you will see the unit construction queue for all your territories. 
To reduce the length of the queue, right click on a unit and it will be removed. 


A useful option is the automation of unit construction in all your territories. Activate 
this option, if you do not want to take personal control of this task. 


Information on the total number of buildings in all your territories and their global 
maintenance costs is shown at the bottom. 


As with the data on your armies, you will also see the building construction queue 
for all your territories and the option of automating the process. 
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Department of Statistics 


— 
———— a 
Sever ee fe ar 
Armies Potential | Ground AP. | Naval AP.) Air AP.) a Credits | Oil | Territories >) “Score } 


33,993 


31,726 


29,460 


27,194 


24,928- 


22,662 


20,395 


18,129 


15,863- 


13,597 


11,331- 


9,064 


6,798 


4,532 


2,266 


0 
SEP 1,1939 


The Department of Statistics allows you to follow your progress during 
the conflict in comparison with the other principal nations. Each tab 
provides different data: 


- Global potential of the Armed Forces: The total potential of all the 
nation’s armies. 

- Potential of the Ground Forces: The total potential of all the nation’s 
Ground Forces, including infantry, artillery, armored vehicles and other 
vehicles. 

- Potential of the Navy: The total potential of all the nation’s war ships. 

- Potential of the Air Force: The total potential of all the nation’s war 
planes. 

- Money: The nation’s available funds. 

- Oil: The nation’s available oil reserves. 

- Territories: The number of territories belonging to the nation. 

- Score: The total points earned by the nation. This score is dependent on the 
above parameters, along with many others, and is a good way to compare 
your overall progress. 


On the left you will find the units for each element, and below the dates indicating 


the timeframe since the beginning of the war to the current time. If you click on the 
War Leaders you can activate, or deactivate, each of their nations’ graphics. 
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AGREEMENTS 


- 


=== Germany 
Bai 


Petroleum: 833 Distrust: 46% Petroleum: 754 
Power: 19238 Money: -2043 Power: 5649 


Mone’ 
al 


You Give KIND (ALLIED ) - Affinity: 125% 


{ a What do you want? " 
Raw Materials (Iron) Grant of Territory ( Toscana ) 


He Gives 


From the Ministry of Foreign Affairs you can access the diplomatic and trade 
agreement window in order to make deals with the War Leaders of other nations. 
Simply click on a nation to begin negotiations. 


At the top left you will find the most important data on your nation: degree of 
confidence, oil reserves, available money and the overall potential of the armed 
forces. On the opposite side you will see the same data on the nation you are 
negotiating with. 


On both sides of the centre you will see all the options that each nation has 
available for negotiating. Just below the elements chosen for the current 
negotiation are shown, with your offer on the left and your demands on the right. 


In the center you will see the War Leader of the nation you are negotiating with his 
mood, the diplomatic status between your nations and the affinity of their nation 
towards yours. All the active treaties you have with the nation are displayed at the 
bottom. 
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Types of Trade Agreement 
[Type ofagreement | Description, 


The exchange commodity par excellence for any 
type of agreement. 

Money can be lent or borrowed to be returned 
within 20 turns with no interest. 

The same as a loan, but with interest on the 
Credits repayments within 20 turns that must be set 
along with the credit amount. 

Similar to money agreements, but using oil as 
the commodity. 

The loan, for a limited time of 20 turns, of 
excess raw materials. 

Technology The loan, for an unlimited time, of a technology. 


Money 


Loans 


Oil 


Raw materials 


Types of Diplomatic Agreement 


A formal declaration of war. It is preferable to 
choose this route instead of attacking without 
warning in order to maintain your degree of 
confidence. 

Declaration of peace The end of hostilities. 

Create an Alliance between nations including 
rights of passage for both. 

To unilaterally communicate the cancellation of 
a previously pacted alliance. 


Declaration of war 


Alliance 


Cancellation of an alliance 


Truce A truce pact lasting 20 turns. 
: Cession of a chosen territory for an unlimited 
Grant of territory period 


Allows the movement of troops through the 
other nations’ territories for 20 turns. 

To unilaterally communicate the cancellation of 
a right of passage. 


Right of passage 


Cancellation of right of passage 


Non-aggression treaty A non-aggression pact lasting 20 turns. 
This treaty prevents the nations involved from 
Nuclear weapons treaty using nuclear weapons against each other for 
20 turns. 


How to Negotiate a Treaty 


If it is you that proposes the treaty, then you must, first of all, review all the 
possibilities available, both for your offer (on the left) and your demands (on the 
right). The lists can be opened by clicking on them. Not all the options are always 
available as they depend on the diplomatic status, affinity and current resources of 
each nation. 


Once you have decided, you must choose your offers and demands. These appear 
at the bottom. It is very important to bear the War Leader’s mood in mind and their 
affinity, along with your level of generosity, as these factors will greatly influence 
how well your agreement is accepted. 
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The mood of a War Leader can fall into one of five categories: friendly, pleasant, 
indifferent, irritable and choleric. 


If you make a mistake, you can delete any part of the element by clicking on it. 


In the bottom middle of the window you will find the following buttons: Propose, 
Gift and Clear. 

Once you have prepared your offer, click the Propose button and wait to see the 
War Leader’s reaction. He will let you know whether he accepts or rejects your 
offer. 

If you wish, you can include extra elements in the offer section and click the Gift 
button. This will improve the War Leader’s mood and increase their affinity. 

Finally, to clear both offers and demands, click the Clear button. 


It is also possible, during the change of turn, that other War Leaders propose 
certain treaties with you. In this case you must evaluate the offer and click on 
either the Accept or Reject button. You may also change elements of the proposal 
and click Propose, or even click on Clear and make your own offer. 
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LISTS OF ELEMENTS 


On the right of the central button panel you will find 3 buttons for accessing lists of 
the most important elements of a Campaign: territories, armies and characters. 


List of Territories 


Population RA WR TR Income Stat 


| lave 
| Mecklenburg-Vorpommern 1,483,000 50% 15 60% 60) 2) 


eu) 


|| Rheinland-Pfalz-Hessen 8,532,000 50% 1.5 60% 346) 0 | 


ra 


. Osterreich 6,760,000 50% 15 60% 274, — | ABI) 


(A 


Baden-Warttemberg 8,062,000 50% 17 60% 370\Mm | 
Ostpreuben 2,490,000 60% 1.5 60% 101) PO 


| al 


| 
] West Preuben 3,749,000 50% 0.9 60% 91) PO 


In the first tab you will find all the most important information on your territories: 
name, population, affinity towards the regime, level of wealth, level of taxation, 
income per turn, state of unit and building construction queues, and finally, the list 
of raw materials. 


To open the territory information window for a specific territory, simply double click 
on it. 


If you click on the two other tabs you will be provided with information on the 


armies in each territory and the buildings constructed, as well as unit and building 
construction queues. 
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T OF TERRITORIES 


| = sa L 
SSS] LIST OF TERRITORIES _——— 


GENERAL DATA _ ARMIES | BUILDINGS | 


Armies on Territory Construction Queue Name Buildings on Territory Construction Queue 
a ‘Schloswag-Holstain Rea ee ee i 
Mecklenburg Vorpomimern Ss | 
Anhel-Sachsen-Thuringen 
! aE Se 
a 
cal 
Sehiesien [o> ¥ 
Odtprouben ry 
Proteltorat ohmen und Mabren [36,] Baden Wortembers Be 
est Preihen Schlesien a 


LIST OF ARMIES ; 


ARMY ) AIR FORCE ) NAVY ) 


| Army Territory Power M.Cost Health Rank Morale Divisions 


Niedersachsen 


PE Voy Sas 

Reale alcatel 

AA PE Ved Sale 

Protektorat Bohmen und Mahren Ll em i | hn | gl 
PSS fae ES 

Bel Wes erine PATA May 


In each of the tabs you will find information on your land, sea and air forces. 


The common data, from left to right, are: image of the most important unit, the 
territory where it is located, potential, maintenance costs, average division lifespan, 
average rank, average morale, and finally, the units in each division. 
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List of Characters 


Here you will find information on you as War Leader, your generals, your heroes 
and your spies. 


You will see their image, name, the territory where they are situated, life, rank, 
morale and the army division they are in, in the case of generals and heroes. 

If you choose to view information on a War Leader, you will see the spies assigned 
to them as bodyguards. For spies you will see the mission that they are currently 
assigned to. 


THE ARMED FORCES 


The way to control your armed forces is through land troops, fleets of war ships and 
aerial squadrons. 

All the Armed Forces are composed of divisions, the maximum number of which is 
16 per army. 


Basic Actions 


Simply click on an army to select it. In the upper part of the screen you will see the 
divisions it is composed of. You can unite two armies within a territory by dragging 
one on top of another. If the total of both armies is greater than 16, a window will 
appear where you can choose the divisions you wish to move between each of the 
armies. 


57 


To move any of your armies you must first select it and then drag it to another 
territory. The green arrows indicate a one-turn move; blue arrows indicate a 
multiple-turn move and red arrows mean you are on the attack. Look out! 


Bear in mind that planes can only move in territories with airports. By dragging 
them you will be able to see the territories where they can move. 


Troops can also be boarded onto transport ships located in territories adjacent to 
the sea. To do so, simply drag the army over the ship. You can enter paratroopers 
into planes in the same way, making them available for deployment over the 
battlefield. 


Remember that planes can be transported on aircraft carriers. 


Army Details 


UNIT DETAILS 


UNIT FEATURES 


Cost: 78 


t 
Maintenance Cost: 


Armor 
Speed 


UNIT STATUS 


Potential 


| Erich von Manstein 


UPGRADE UNIT 


By double clicking on an army, you open a window containing its details. 
Here you can see information on each of its divisions, including life and rank. 


If you select a unit, you will see it in a 3D rotating image, along with its 
characteristics and state. 


If your units have been damaged, you can repair them, individually or universally, 
by clicking on the relevant buttons for each army division. 
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To upgrade any of your units, select it and you will be shown a list of possible 
upgrades. Select the unit you wish to upgrade and click on the Upgrade button. 


Bear in mind that to repair and upgrade units, it is necessary to have the relevant 
buildings for each unit in the territory where you wish to perform the action. 
Furthermore, the cost of repairing and upgrading is dependent on the grade of 
repair or type of unit you wish to upgrade. 


You can remove divisions from your armies by selecting them and clicking on the 
Remove button. Removed divisions remain as separate armies in the same 
territory. 


Land, air and sea transport units can also be removed by clicking on the relevant 
button. This is a useful action when disembarking troops, for example. In this case 
you must choose the territory where you wish to disembark from all the territories 
adjacent to the sea where the ship is located. 


How to Attack 


Before attacking an enemy you should check the strength and experience of your 
army. You should not attack if you have an inferior number of units or if your units 
are weaker. 

It is also important to be able to count on aerial support in battle, and even naval 
artillery support. 


In order to attack a territory, simply move one or more armies over enemy 
territory. You will see that the movement arrow is red. You can carry out naval 
attacks with your fleets in the same way. 


To be able to count on aerial support in battle, move an aerial squadron over the 
area you wish to attack. 

To use naval artillery in battle, place Battle ships and/or cruisers in a maritime 
territory adjacent to the territory where the battle takes place. 


When you have executed all your moves and attacks, you must change turn to 
settle the battle. At this point you will be asked if you wish to settle the battle 
automatically, or if you prefer to take charge of your troops in the battlefield. You 
also have the option to withdraw if you discover that the attack was a mistake and 
the enemy forces are superior to yours. 


You can use your bombers to carry out aerial bombardments over enemy 
territories. To do so move a squadron of bombers over an enemy territory not 
under land attack. You will see that a rotating bomb appears above the red arrow. 
You should bear in mind that it is important to provide your bombers with escort 
fighters to defend them from attacks by enemy fighter planes. It is also important 
to know the enemy’s anti-aerial defense systems in the territory, as they could 
easily bring down your bombers. 

Upon performing the change of turn you will see your bombers in action and the 
results of the bombardment. 

By bombing an enemy territory you will cause to damage to buildings and troops, 
as well as causing losses within the civilian population. 


As your nation’s technological level increases, you will discover new weapons with 
which to bombard the enemy. 

The V1 flying bombs and the V2 rockets can cause severe damage. 

To use them follow the same process as for aerial bombing missions. 
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Finally, if you manage to discover nuclear fission and develop the atomic bomb, you 
will have at your disposal the most destructive weapon ever known to man. Use it 
with caution. 


CHARACTERS 


There are 4 types of characters in the game: you the War Leader and your 
generals, heroes and spies. 


The War Leaders 


You, as War Leader, are also present on the operations map. 


You can move around your territories increasing troop morale and improving the 
affinity of your population, both in the territory where you are and, to a lesser 
extent, adjacent territories. 


You must protect yourself from your enemies at all times, taking special care with 
enemy spies that can attempt to take your life. If they manage it, the Second World 
War will be over for you! You are like the King in a game of chess, if you fall, your 
nation will lose and the game will be over. 


In the same way, if you manage to corner and kill an enemy War Leader, or 
assassinate him with one of your spies, his nation will become neutral, thus 
canceling all its alliances and state of war. 


You can protect yourself by assigning spies as your bodyguards. To do so, select a 
spy and drag him over yourself. 

To liberate your spies from their duties as bodyguards you must double click on you 
War Leader, select the spies and click the Extract button. 


You can consult the War Leaders’ biographies in the relevant section of this Manual. 


Generals 


Generals are very valuable characters in both campaigns and battles. 


Initially, you will only be provided with one famous general in your ranks. As you 
advance in the Campaign and heroically win battles new generals will appear due to 
their merits in the field of battle. 


There are 35 famous generals from the Second World War in the game and an 
unlimited number of fictitious generals too. You can view their biographies in the 
relevant section of this manual. 


Your generals will gain experience as they win battles. Their experience will be of 
benefit to the troops under their command, as well as increasing morale. Generals 
are also capable of improving the affinity of the population towards the regime. 


Generals can die in the battlefield, and they can be assassinated by enemy agents. 
You can, therefore, assign bodyguards to protect them. 
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During the Battle Mode, your generals can be used to control part, or all, of you 
troops. Simply assign them the troops that you wish and give them orders from on 
high. Your general will decide on the best strategy for completing your orders. For 
further information on the control of troops assigned to a general see the relevant 
Battle Mode section. 


Heroes 


Just like generals, heroes can emerge from your ranks when you achieve heroic 
victories in battle. 
Heroes can appear in all types of land or air units. 


These units are very valuable in the battlefield because they possess enhanced 
characteristics. Furthermore, their presence greatly increases morale in those 
troops fighting alongside them. They also have the ability to improve the affinity of 
the population towards the regime. 


There are a great number of real, famous heroes from all the principal nations in 
the game, along with an unlimited number of fictitious heroes. 


Spies 


Spies are the only units with total freedom of movement through all enemy and 
friendly territories. 


To train spies you need a general intelligence headquarters. See the information on 
buildings in the Campaign Mode section. 


Spies can carry out many different types of missions. By right clicking on them you 


will be able to see a series of icons which represent each mission type: 


The spy will collect detailed information on 
the territory where he is. Once the 


Capturing information mission has been executed you will be 
able to double click on the territory to see 
its details. 


The spy will try to steal the chosen 


Stealing technology technology 


The spy will try to cause uprisings within 


Inciting insurrection the territory. 


The spy will try to damage or destroy the 


Sabotage chosen building. 


The spy will look for enemy agents in the 


SOrnber- Rep anade. territory and try to kill them. 


MeesecinGtion GF Generale The spy will try to assassinate an enemy 


=e or-Harose general or hero. Simply drag the spy over 
them. 
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es aye The spy will try to assassinate a War 
an Assassination of a War Leader. Simply drag the spy over him. 


Leader This is the most difficult mission of all. 


The spy will be assigned as a bodyguard 
--- War Leader’s Bodyguard to the War Leader. Simply drag the spy 


over him. 

The spy will be assigned as a bodyguard 
--- General's Bodyguard to a General. Simply drag the spy over 

him. 


You can see the risk level of each mission as a probability of success. This 
probability depends on the mission type, the mission target, the presence of 
bodyguards and, above all, the spy’s experience. 

The higher the risk involved in a mission, the more experience the spy will gain, if 
successful. If the spy is discovered during his mission, he will be captured and 
executed. 


TERRI TORIES 


As you know, a key element in governing the nation is the management of your 
territories. 


There are a total of 175 territories throughout the globe, as well as a similar 
number of maritime territories. |f you manage to progress in the war and conquer a 
large number of territories, you will need to organize your management strategy 
very well and to use the automation options. Otherwise you will have to work very 
hard. 

Using the List of Territories window is very helpful. This window gives you a general 
overview of all your territories. 

It is also important to use information filters. See the relevant sections of this 
Manual. 


By double clicking on any of your territories a window will appear with its details: 


62 


Territory Information 


In this section you will find the most detailed information on each one of your 
territories. 


The first table shows the following information: the area in Km2, the population in 
thousands, the predominant type of orography, the level of wealth of the 
population, and finally the affinity of the population towards the regime. 


In the second table you are provided with information on the territory’s oil 
production, its income per turn and level of taxation. You can set the level of 
taxation as you wish for each territory, or automate the process. Automation will 
ease this type of task, being as you have to adjust the level of taxation according to 
the population’s affinity to avoid disturbances. This point will be explained in further 
detail later on. 


In the third table you can see the amount of raw materials the territory possesses, 
the number of buildings constructed and the armies that are defending, or passing 
through, the territory. 


Finally, at the bottom, you will find the building and unit construction queues. You 
can clear any of these queues by clicking on the button to the right of every queue. 
It is also possible to eliminate a single item by clicking on it with the left mouse 
button. 
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Constructing Buildings 


This section allows you to construct all the types of buildings permitted in the 
territory. Each building type has its own requirements and uses. See the 
information on each type of building in the relevant section of this manual. 


By placing the mouse cursor over each building you can see information on the type 
of building and what is required for its construction: other buildings, technologies, 
raw materials etc. For further information double click on the building. 


You can only construct the buildings that are shown as activated. To order their 
construction, click on them and they will be added to the construction queue. The 
number of turns necessary for construction to be completed will be shown. You can 
remove buildings from the construction queue by right clicking on them, and clear 
the entire queue by clicking the button on the right. 


If you wish, you can automate this process in every territory. 
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Constructing Units 


* a \ 
TERRITORY DETALLS |[SSS————————_____—_ 
— a. = 


Brandenburg 


TERRITORY DETAILS Y BUILDING CONSTRUCTION | UNIT CONSTRUCTION 


In this section you can construct all the units belonging to your nation. The process 
is practically the same as that for constructing buildings, except that the units are 
grouped by type: 


- Infantry and spies 

- Tanks 

- Static and self-propelled anti-tank 

- Static and self-propelled anti-aerial 

- Static and self-propelled artillery 

- Reconnaissance 

- Transporters and supply units 

- Planes: fighters, tactical and level bombers and transport planes 

- War Ships: battleships, cruisers, aircraft carriers, destroyers, submarines 
and transport ships 

- Special Bombs: V-1, V-2 and atomic bomb 


To consult information on each type of unit, see the relevant section of this manual. 
Each type of unit requires a headquarters or a factory, technology, raw materials 
etc. 


Bear in mind that training troops takes time and money, as well as maintenance 
costs. Check your economic balance in the Economy Ministry. 
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The Affinity of the Population 


The affinity of the population is a characteristic that you ought to manage very 
carefully. It is important to maintain the affinity in every territory as high as 
possible otherwise the population can cause you problems. 


The range of affinity goes from 200% to -200%. If a territory’s affinity drops below 
0%, the population will rebel and refuse to pay taxes. If you do not remedy the 
situation, and the affinity drops to -100%, there is a high probability that the 
population will revolt and separate from your nation, causing you to lose the 
territory. 


Let us look at how affinity can rise and fall: 


By reducing taxes By increasing taxes 
By increasing the number of troops in 
the territory 


By starting battles in the territory 


Through the threat of enemy troops in 
adjacent territories 
By allowing the capital city to be 


By constructing new units 


With the presence of the War Leader 


conquered 
With the presence of generals or heroes | By distance from the capital 
By proximity to the capital If an enemy spy incites a rebellion 


By recapturing a territory that originally 
belonged to the nation 


This characteristic can be deactivated in the options when starting a Campaign to 
ease your management of the nation. 
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BUILDINGS 


In the following section you will be able to consult the table of the Campaign Mode 
buildings with a description of their requirements and functions: 


Permits the training of Regulars, Engineers, Medical 
Barracks for regular troops | units, MG Gunners, Antitank Gunners and Mortar 
Gunners. 

Barracks for Regular Troops and Advanced Combat 
Techniques technology required. 

Permits the training of Elite Troops, Commandos, 
Snipers and Paratroopers. 

Permits the construction and repair of all types of 
Cannon factory non-propelled cannons: Anti-aircraft, Anti-tank and 
Artilleries. 

Permits the assembly and repair of light vehicles: 
Transports, Supplying, Reconnaissance, Light 
armored vehicles and amphibious vehicles among 
others. 

Light Vehicle Factory required. 

Permits the assembly and repair of medium tonnage 
vehicles: Medium tonnage armored vehicles, Self- 
propelled artillery and anti-tank units etc. 

Medium Vehicle Factory required. 


Barracks for elite troops 


Light vehicle factory 


Medium vehicle factory 


Heavy vehicle factory Permits the assembly and repair of Heavy Armored 
vehicles. 
Airfield required. 

Aircraft factory Permits the construction and repair of all types of 
Aircraft. 
Aircraft factory and Rockets technology required. 

Rocket factory Permits the production of V1-flying bombs and V2- 
rockets. 
Aircraft Factory and Nuclear Bomb technology 

Nuclear weapons factory required. 
Permits the construction of Atomic Bombs. 

Ports Permits the landing and boarding of troops. 
Port required. 

Docks Permits the construction and repair of all types of 
Ships. 

Airfield Necessary as a base of operations for all types of 
Aircraft. 

Network of coastal guns Permits coastal defense against all types of Ships. 
Copper and RADAR technology required. 

RADAR station Increases the effectiveness of land based anti-aircraft 


defense and fighter plane defense. 

Intelligence headquarters Permits the training of spies. 

Copper required. 

Permits the investigation of all types of New 
Technologies. 

Necessary as a governmental center for the Armed 
Forces. 


Center for military 
research 


General HQ 
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TECHNOLOGIES 


CAMOUFLAGE 
CLOTHING 


ADVANCE 
COMBAT 
TECHNIQUES 


SNIPER 
TECHNIQUES 


LIGHT 
ANTITANK 
WEAPONS. 


PARACHUTES. 


ZIMMERIT 


[IRESEARCH ON INFANTRY 
[URESEARCH ON VEHICLES 
[IRESEARCH ON AIR FORCE 
GIRESEARCH ON NAVY 
GARESEARCH ON WEAPONRY 
CIRESEARCH ON SECRET SERVICE 
CORESEARCH ON MEDICINE 
GIOTHER RESEARCH LINES 


TECHNOLOGY TREE 


ADVANCED 
ARMUORED 
VEHICLES 


STEEL AND 
MANGANESE 
ALLOY 


STEEL AND 
VANADIUM 
ALLOY 


ADVANCED 
CHEMISTRY 


DIESEL 
ENGINE 


PERFORATING 
PROJECTILES 


PENICILLIN 


PRESSURIZED 


NUCLEAR Q\ 
BOMB = 
RESEARCHING DISCOVERED 
a) 
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In the following section you will be able to consult the table of all the technologies 
that can be discovered with their description and functions: 


Camouflage Clothing 


Necessary for training Commandos and Snipers. 


Light Alloys 


Permits the construction of more advanced combat 
aircraft. 


Advanced Chemistry 


Opens new lines of investigation related to 
Chemistry. 


SONAR 


Improves the detection of submarines by other war 
vessels. Also increases the effectiveness of 
submarine attacks against all types of vessels. 


Secret Service 


Enables new Espionage activities: Murder of Generals 
& Heroes, Assassinations, Incitement to Insurrection, 
Sabotage and Bodyguard of a War Leader or General. 


Advanced Armored 
Vehicles 


Enables the construction of more advanced self- 
propelled armored vehicles: Anti-aircrafts, Tank 
Destroyers, Artilleries, Reconnaissance, Tanks, 
Transports... 


Advance Combat 
Techniques 


Permits the construction of Barracks for Elite Troops. 
Necessary for training Commandos, Snipers and 
Paratroopers. 


Diesel Engine 


Reduces the consumption of fuel for all units. 


RADAR 


Permits the construction of RADAR Stations, thus 
improving the detection of airborne enemy forces. 


Sniper Techniques 


Permits the training of Snipers. 


Steel and Manganese Alloy 


Permits the construction of heavy armored vehicles: 
Tanks and Tank Destroyers. 


Synthetic Rubber 


Substitutes natural rubber, a raw material necessary 
for the construction of a number of units: all wheeled 
units, including planes and all types of naval vessels. 


Penicillin 


Reduces the cost of curing all infantry units in 
Campaign mode. 


Light Antitank Weapons 


Permits the training of Infantry units with Anti- Tank 
weapons. 


Plastics 


Necessary for constructing J et Fighter Planes. 


Morphine 


Accelerates the healing of all Infantry units in Battle 
mode. 


Portable Radio 


Improves the transmission of information by spies 
from enemy territory, providing more precise 
information. 


Parachutes 


Permits the training of Paratroopers. 


Magnetic Mines 


Increases the effectiveness of mines against armored 
vehicles. 


Perforating Projectiles 


Increases the effectiveness of attacks against 
armored vehicles. 


Blood Plasma 


Reduces the cost of healing all Infantry units in 
Campaign mode. 


F.A.T. Torpedoes 


Increases the effectiveness of torpedoes fired from 
submarines. 


Reduces the risk of spies being discovered and 


eneryptation executed in enemy territory. 
: . Reduces or eliminates the destructive effect of 
Zimmerit : . 
magnetic mines. 
Permits the construction of Rocket Factories, as well 
Rockets 


as rocket launching units. 
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Pressurized Cabin 


Necessary for the construction of jet fighter planes. 


Sulphanilamide 


Accelerates the healing of all Infantry units in Battle 
mode. 


Improved Deep Charge 
Explosives 


Increase the effectiveness of war ships against 
submarines. 


Double Agents 


Enables new Espionage activities: Counter- 
Espionage. 


Ejectable Seat 


Necessary for the construction of jet fighter planes. 


Micro-cameras 


Enables new Espionage activities: Technology 
Stealing. 


Steel and Vanadium Alloy 


Permits the construction of Advanced Heavy Armored 
Vehicles: Tanks and Tank Destroyers. 


Jet Engines 


Permits the construction of J et Fighter Planes. 


Sound Guided Torpedoes 


Increases the effectiveness of Torpedoes launched 
from submarines. 


Jet Propelled Torpedoes 


Increases the effectiveness of Torpedoes launched 
from submarines. 


Improves the efficiency of Centers for Military 


Computers Research, thus increasing the pace at which new 
technologies are discovered. 

Telemeter Increases the firing precision of artillery units. 

V1-Flying Bomb Permits the construction of V1-Flying Bombs. 

V2-Rocket Permits the construction of V2-Rockets. 


Nuclear Fission 


Necessary for the development of nuclear fission 
bomb technology. 


Nuclear Bomb 


Permits the construction of Nuclear Weapons Factory 
and Nuclear Fission Bombs. 
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BATTLES 


Battles are one of the key elements of “War Leaders: Clash of Nations”. 

During your turn you organize movements and attacks with your armies. When you 
click on the Next Turn button all your orders and those of the other nations will be 
carried out. 


When a battle breaks out during the change of turn, a window appears allowing you 
to settle the battle. 


Would you like to be present at the battlefront? 


Here you can see the name of the territory where the battle is taking place, the 
relative potentials of both nations land and air forces, and further below, the 
nations and number of troops involved. 

At this point you will have to take a decision. You can either withdraw, if you see 
that the opposing troops are more powerful, or stay and fight. If you decide to face 
the enemy, you can do so automatically or you can take charge of your troops and 
strategy in the battlefield. 


If you choose to be present in the battlefield, you will enter into the Battle Mode of 
“War Leaders: Clash of Nations”. 

The battlefield environment will depend on where the territory is geographically: 
Europe, desert, tundra or jungle. Also, if the battle breaks out in one of the capital 
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cities then you will find yourself in the middle of an urban environment. The capitals 
are: Berlin, Tokyo, Rome, Washington, London, Moscow and Paris. 

Each terrain and type of environment requires different offensive and defensive 
strategies. 


Once in the battlefield, you will find all the troops with which you were attacking, or 
defending, in the Campaign Mode, and of course, the enemy troops too. 
For further details of this mode see the relevant section of this Manual. 


27521 2 37016 


=> 


0 re 0 
O maf» 0 Charles De Gaulle 
6th October 1939 


Casualties 


= ee. 


27712 Total: 6920 / 


When the battle has finished you will be able to see the results: the losses in both 
armies, and whether you achieved victory, or were humiliated and defeated. 


In naval or aerial battles without land troops you will not be able to enter the 
battlefield and therefore all such battles will be settled automatically. 
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CONDITIONS FOR VICTORY 


In this section we will review the different conditions for victory in Campaign Mode 
and also ways in which you can be defeated. 


The conditions required for victory depend on the level of Historical Rigor chosen at 
the beginning of the Campaign. For details on Historical Rigor see the relevant 
section of this manual. 


CONDITIONS FOR VICTORY IN HIGH AND MEDIUM HISTORICAL RIGOR 


- All the principal enemy nations have lost their territories. For example, if you 
play as the USA, the Axis nations must be defeated (Germany, Japan and 
Italy) with the help of your allies (the USSR, Britain and France). 

- All the War Leaders of the principal enemy nations have died. For example, 
if you play as Italy, you can win if Roosevelt, Churchill, Stalin and De Gaulle 
die. 

- A combination of the two above conditions occurs. For example, if you play 
as Japan, you can win if the USA and France lose all their territories and 
Churchill and Stalin die. 


CONDITIONS FOR VICTORY IN Low HISTORICAL RIGOR 


- All the principal nations have been defeated either by losing all their 
territories or because their War Leader has died. 
- Conquering at least 80% of the world’s territories. 


CONDITIONS FOR DEFEAT 


- Your War Leader has died. You as the player are the War Leader of your 
nation, therefore if the War Leader dies, the Second World War is over for 
you. 

- You have lost all your nations territories. 


Bear in mind that the timeframe of the Campaign in the game stretches from the 
beginning of the war on September 1, 1939 until the end of the 40s on January 1, 
1950. In total you will have 530 turns to gain victory. After this time the Campaign 
will be regarded as concluded, although you will have the option to continue playing 
until you finish off the enemy, or until they finish you off. 
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BATTLE MODE 


As General, your mission will be to defeat the enemy troops whilst suffering the 
least losses possible. You will accompany your soldiers at all times, giving them 
orders to achieve the best attack and defense tactics. 


You will learn the basic notions for controlling your troops and put your strategic 
abilities to the test. 


START AND STATE OF BATTLES 


As soon as the loading process has finished, a black and white film will appear 
giving you an overall view of the battlefield where you will fight against the enemy. 
Press any key or mouse to continue. 


At the beginning of every battle you will have all the time you need to position your 
troops optimally. 


You can position your troops wherever you want within the initial area marked by 


red lines. To move them, simply select and right click on the desired zone, you can 
also click and drag to orientate. 
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When you have finished positioning the troops, click on the button at the top center 
of the screen or press “Enter” to start the battle. 


In the upper right panel you can control the battle time remaining and set the 
speed of the game, you can even pause the game to give you time to think through 
your decisions more carefully. 


The panel at the top center of the screen provides updated information on the 
relative potential of land and air forces. The color of the potential, as well as the 
flag, denotes the nation to which it belongs. The attacking forces are shown on the 
left and the defending forces are shown on the right. The frame at the top right 
shows the point of victory. The attacking forces must get past this mark with their 
land forces before the time runs out, if they are not successful, the defending forces 
will claim victory. Of course, the faction that wipes out all the enemy troops will 
also win. 
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THE BATTLEFIELD 


You can move around the battlefield by using the cursor keys or by positioning the 
mouse cursor at the edge of the screen. You can also move directly to any point on 
the map by double clicking on that point. Bear in mind that the battle zone is 
marked by blue lines. 


If you want to cover more terrain or to see what is happening in more detail, you 
can increase or decrease your field of vision using the mouse wheel. 


If you hold down the mouse wheel, you can change the camera angle in any 
direction. You can even observe the battle at troop level. 


Ll > > >| res0:00 


For more information on controlling cameras and units consult the table of controls 
and Battle Mode interface sections of this Manual. 


By positioning the mouse cursor over troops or elements in the battlefield you will 
be immediately informed about their current state. For each unit you will be able to 
see the nation they belong to via their shield color, the unit type, model, remaining 
life and experience. By pressing “Space” you will be able to see information on all 
the units in the battlefield. 


To check information on all unit types see the relevant armed forces section of this 
Manual. 


76 


You can see and follow any battlefield unit by pressing ALT Gr and selecting the 
unit. By moving the mouse you can change the camera angle, and with the mouse 
wheel you can move between units of the same class: infantry, vehicles, planes and 
ships. 


To see over a long distance use your 
binoculars by pressing ALT Gr and clicking 
on the ground. 


This allows you to see the enemy’s position 
and to collect information on their distance 
and elevation. 


If you wish to change the direction in which 
you are looking, simply move the mouse, or 
the mouse wheel to zoom in or out. 


Do not forget to use the aerial camera to follow your planes or ships. To activate 
the camera right click on the icon for one of your planes on the left of the screen. 
You can also activate the camera quickly by pressing F8. This camera works in the 
same way as the land troop camera. 
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UNIT CHARACTERISTICS 


If you select an individual unit you will be able to see its characteristics in the 
central panel of the interface. 


Life 


Percentage of life that the unit has left. To regain life you 
can use the battlefield supply points, medics for the 
infantry or engineers for vehicles. 


Experience 


Percentage of experience required to change level. You 
can see the level of experience by the number of symbols 
between O and 5 below the unit’s image. A_ unit’s 
experience level improves its attack and defense 
potential, accuracy and other characteristics depending 
on the unit. Units gain experience by fighting and 
destroying enemy units or by carrying out certain tasks. 


Fuel 


Amount of fuel a unit has left. Units can refill with fuel at 
battlefield supply points or through mobile supply units. If 
a vehicle runs out of fuel it will become immobile. 

This characteristic can be deactivated in the Main Menu 
game options. 


Ammunition 


Amount of ammo aé unit has left. Ammunition can 
obtained from battlefield supply points or mobile supply 
units. If a unit runs out of ammo, it will not be able to 
fire. 

This characteristic can be deactivated in the Main Menu 
game options. 


Percentage morale of a unit. If a unit’s morale is low it 
will tend to retreat and its combat performance will be 


Morale reduced. 
This characteristic can be deactivated in the Main Menu 
game options. 

Firepower The power of the unit’s main weapon. 


Range of fire 


The maximum reach of the unit’s main weapon. 


Armor plating 


The defense capabilities of a unit against impacts. 


Speed The maximum speed of a unit on flat land. 
er The range within which a unit can detect enemy units. 
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UNIT ACTIONS 


Click on your units to select them individually and double click to select all units of 
the same type. Use the “Shift” key to add or remove units to and from your 
selection. 


You can open a Selection box by clicking and dragging with the left mouse button. 
In this way you can select all the units inside the box at the same time. 


To move troops, or to attack, right click on the target. It is also possible to 
orientate your units when moving towards a certain point if you hold down the right 
mouse button and drag. There are inaccessible areas of the battlefield, so keep an 
eye on the mouse cursor. 


We will now review the most important actions that can be performed from the 
order panel for selected units: 


Any unit Retreat 


Any unit Halt current action 


Armed units Attack 


Aggressive mode. Units will attack any enemy unit 


Armed units | iy their path, stopping if necessary 


Medics, : od 
engineers and Automate curing, repairing and supply of fuel and 
ammo 
supply units 
Medics Cure infantry units 
Engineers Repair vehicles 


Supply units | Supply with fuel and ammo 
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Infantry Enter a building 
Buildings Remove all soldiers from the building 
Buildings Camouflage soldiers inside a building by closing 
doors and windows 
Infantry Board a transporter 
Transporters | Remove all soldiers from the transporter 
Transporters 
and supply Attach cannon 
units 
Transporters 
and supply Unattach cannon 
units 
Vehicles Dig in 
Commandos_ | Camouflage. The unit will be undetectable to the 
and snipers enemy unless they get very close or shoot 
Engineers Place mines in the indicated area 
Engineers Search for and deactivate mines in the indicated 
area 
Any unit Assign to the general 
General Unassign all units 
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General Attack a position 
General Defend a position 
General Move to a position 


Groups of units 


Create marching formation 


Groups of units 


Create defensive formation 


Groups of units 


Create attack formation 


Fighter planes 


Call the entire squadron to patrol the airspace 
above the battlefield 


Tactical 
bombers 


Call the entire bomber squadron to attack selected 
targets 


Level bombers 


Call the entire squadron of level bombers to raze 
the indicated area 


Aerial Call the entire squadron of aerial transporters to 
transporters | deploy paratroopers over the indicated area 
War ships Order the fleet to bombard the indicated area 
Infantry Change position: standing, kneeling or go to 


ground 
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BUNKERS AND BUILDINGS 


In the battlefield you will find buildings and bunkers that your troops can enter. 
These can be very good defensive positions. 


To enter your soldiers into a building first select them and then right click on the 
bunker or building. 


By selecting a building you can see its remaining life and its capacity represented 
by helmets. A large helmet signifies a capacity of five soldiers and a small helmet 
represents a capacity of one soldier. The filled helmets indicate the number of 
soldiers inside the building. 


L Y-vevevaceralale 


Upon entering a building, your soldiers will lean out of the windows to attack any 
enemy units within range. You can also camouflage your troops inside the building 
by closing the windows and doors by selecting the building and clicking on the 
corresponding button on the order panel. 


The troops that are inside buildings will die if the building is destroyed. Therefore, 
you must keep yourself informed of the building’s life. The resistance of a building 
depends on its size and type, bunkers being the most resistant buildings. 


To remove your troops from a building first select the building, then right click on 
the point where you want your troops to congregate. 


If you discover enemy troops inside a building, you have two options. You can 
either destroy the building or attack by sending a sufficient number of troops in. 
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SUPPLY POINTS 


In all the battlefields you will find 
supply points to provide your troops 
with fuel and ammunition, along with 
vehicle repairs and medical treatment 
for your infantry. 


Check the flag on the supply point to 
see which nation it belongs to. If the 
supply point does not belong to your 
nation, you can capture it by staying 
alongside it for a time without any 
enemy troops nearby. When the flag 
changes to that of your nation, the 
supply point is ready for you to use. 


GROUPS AND FORMATIONS 


In battle you can group together any units you wish to control them more easily. 
There are two types of unit grouping, simple groups and formations. 


Groups are just one way of selecting and controlling multiple units. To create a 
group, select the units you wish to form the group and click on one of the group 
tabs in the bottom middle of the screen interface or, press “Control” and “Group 
number”. 

You will be able to see the group or formation to which a unit belongs by the 
number that appears below the unit. 


To select a group, press the number key corresponding to the group or, click on the 
corresponding tab. 


To dissolve a group, right click on the corresponding tab. 


On the other hand, formations are a simple and fast way to control large groups of 
units. There are three types of formations: marching, defense and attack. 
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To create a formation, first select the units, then click on the type of formation 
desired and afterwards right click on the point where you want the formation to 
take shape, clicking and dragging if you want to change the formation’s orientation. 


To select a formation, click on one of its units, press the number key corresponding 
to the group or click on the corresponding tab. 


Using formations is very advantageous. The units will position themselves 
automatically and work together effectively. They will be strategically distributed by 
levels according to unit type and will act in unison when in motion, on the attack or 
in defense, and they will do so in an appropriate style for the formation. 


Furthermore, the units assigned to a formation will receive certain bonuses in 


movement, attack and defense. Consult the information which appears when you 
place the mouse cursor over each formation button. 


GENERALS 


If you have a general in the battlefield, you can delegate responsibility for strategy 
development to him. All, or some, of your troops can be assigned to him. 


To assign troops to a general, select the desired units and then right click on the 
general. 
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Once the general has a group of units under his command, you can give him orders 
from on high to move to a certain position, defend, attack an area, or retreat. He 
will take care of everything! 


To unassign a general’s troops, select them and click on the unassign order in the 
order panel. 


Bear in mind that the troops assigned to a general will receive certain 
enhancements in movement, attack and defense. Their morale will also be 
increased and they will benefit from the general’s experience. 


AERIAL SUPPORT 


If you have aerial support, you can call on your planes at any time to carry out 
missions according to the plane type. 


You can give orders to your planes as a squadron or individually. See the Battle 
Mode Interface and Unit Actions sections of this manual for further information. 


All the planes will enter into the airspace over the battlefield and carry out the 
missions they are charged with. Once they have achieved their objective they will 
continue flying over the area until they run out of fuel. During this time you can 
give them further orders. 


You must always take into account the enemy anti-aircraft defense units and fighter 
planes in the area. 


When their fuel runs out, they will return to base. Once refueled, they will await 
new orders to take off and return to the battle zone. 


FIGHTERS 


Fighter planes are used to bring down enemy planes of all types. They are very 
useful as escorts for bombers and aerial transporters against enemy fighters. 

When needed, they will enter and patrol the airspace over the battlefield in search 
of enemy planes to attack. 
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TACTICAL BOMBERS 


These are dive bombers and are ideal for attacking small stationary, or mobile, 
objects. 

When you assign them a target, they will position themselves for attack and then 
dive down, releasing a single, very destructive bomb with great precision. 


LEVEL BOMBERS 


These are heavy bombers and are a little slow, but with good defenses. 

When they are assigned a target, they fly over the area at altitude dropping a huge 
number of bombs as they go. They are very useful for razing large areas, especially 
when used in squadrons. 


TRANSPORTERS 


Their function is to carry paratroopers to the drop zone marked as their target. 
Transporters are very vulnerable seeing as they do not possess any defenses, so 
you must take care with enemy fighter planes. 
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NAVAL SUPPORT 


If you move Battleships or Cruisers to a maritime territory adjacent to the territory 
where a land battle is taking place in Campaign Mode, you will be provided with 
naval artillery support during the battle. 


These war ships will wait for orders to raze, with their naval artillery, the area 
indicated by you. You can order the whole fleet to attack or each ship individually. 
See the Battle Mode Interface and Unit Actions sections of this manual for further 
information. 

They are not very accurate when firing artillery, but they are effective for damaging 
and debilitating enemy troops. 


Once they have carried out an attack, they require some time to reload their 
cannons and prepare themselves for another wave of attacks. 


SOME SUGGESTIONS FOR ACHIEVING VICTORY 


Let us briefly introduce some key aspects for developing a good strategy and 
achieving victory in the battlefield. 


The speed at which your troops move across the battlefield is a very important 
factor. Some of your units, such as infantry or non-propelled cannons, move slowly 
by themselves. It is necessary to use transport trucks to move them quickly, but be 
careful, they are very vulnerable to attack. 

To attach a cannon to a vehicle, select either the vehicle or the cannon and then 
right click on the other. 


Medics and engineers will take care of curing your soldiers and repairing your 
vehicles. At the same time supply units will provide all your troops with fuel and 
ammunition. You must protect all these units at all costs. 

To cure, repair, or supply a unit, select a medic, engineer or supply unit and right 
click on the unit in need. 


Another way of supplying, curing and repairing your units is by the use of the 
supply points distributed throughout the battlefield. To use them, you must first 
capture them and position your units alongside. 


For an effective attack use infantry assault troops in conjunction with tanks and 
artillery cover fire. 


Aerial and naval support can be crucial to victory. 


It is important to be positioned in strategic positions to form a strong defense. To 
do so, look for elevated areas, you will obtain bonuses for your troops in defense 
and weapon range. 

The ends of bridges and other passages must also be defended, and it is important 
to be supported by artillery and anti-tank units to repel enemy attacks. 


Populated areas are very good defensive positions as your soldiers can enter 
buildings and bunkers and defend supply points. 
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To defend against enemy aerial attack anti-aircraft units and fighter planes are 
essential. 


Every action you take will be key to the evolution of the battle, but the most 


important factor will be your strategic ability. You must become the best general in 
the Second World War! 
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THE WAR LEADERS 


ADOLF HITLER - GERMANY 


The son of a Customs Agent, Hitler was born near Linz, 
Austria on April 20th, 1889. A brilliant pupil at Primary 
school, he did not complete his Secondary education and 
left school at the age of 16. He subsequently developed a 
fruitless interest in painting and architecture. At that time 
his anti-Semitism was awoken and continued to develop, 
in a favorable atmosphere. In 1913 he moved to Munich, 
Germany, thereby evading military service with the 
Austro-Hungarian army, which he saw as lead by Jews 
and Hungarians, and in the hope of finding new 
opportunities. In 1914, at the beginning of the First World 
War, he enlisted as a volunteer in the German army 
serving in France and Belgium. He was awarded the Iron 
Cross, both First and Second Class, fell wounded and was 
promoted to corporal. Serving in the war became a 
fundamental life experience for Hitler and Germany’s capitulation in 1918 impacted 
heavily on him and caused him great irritation. This ultimately led him to subscribe 
to the conservative myth “stab-in-the-back”. He maintained links with the army for 
some time, spying on leftist activity within the ranks until his incorporation into 
extreme right wing circles in Munich, consisting mainly of ex-combatants. In 1921 
the creation of the Nazi party was formalized and in 1923 he organized an 
attempted coup, known as the “Beer Hall Putsch”, which ended in failure and 
Hitler’s incarceration. During his imprisonment he wrote “Mein Kampf” in an 
attempt to formalize his thoughts. In 1924 Hitler became the undisputed leader of 
the Nazi movement. In 1929 the economic depression and discontent with the 
Treaty of Versailles instigated the formation of the Nazi party. Following defeat in 
the 1932 elections, Hitler initiated a campaign of disturbances which eventually 
forced Von Hindenburg to ask him to become the German Chancellor in coalition 
with other parties. He obtained victory in the 1933 
elections and assumed the leadership of the state in 
1934 whence he proceeded to neutralize all internal and 
external opposition to the Nazi party, by then the only 
legal political party. The rearmament of Germany began 
in 1935, compulsory military service was reintroduced 
and territorial claims began aimed at overcoming the 
“humiliation” suffered in 1918. As a result Rhineland and 
the Sudetes were reoccupied and Austria annexed. In 
March, 1939 the Czechoslovakian state was dismantled 
with a German protectorate over Czech and an allied 
interim government in Slovakia. At this time, 1939, Hitler 
has still not renounced all his territorial demands. 
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HI DEKI TOJO - J APAN 


Hideki Tojo was born on December, 30th, 1884. The 
son of an Army officer, he studied at the Imperial 
Military Academy in an atmosphere where the 
westernization of the country and the armed forces 
coexisted with the most ancient Japanese military 
traditions. His posture has always been characterized 
by deep militarist and nationalist beliefs supporting 
the concept of out and out war. These ideals would 
later lead him to join Tosei-Ha, the secret military 
society with a national-reformist manifesto. From the 
outset Tojo proved to be a charismatic leader who 
was well respected within 
the army’s ranks. He was 
the architect of the 
invasion of Manchuria, 


participating in combat against Chinese forces in 1935. 
The then General Tojo would direct operations in this 
theatre from 1937, and in the year 1938 he was called 
to the vice-presidency of the War Ministry. The 
ascendancy and power of the aforementioned Tosei-Ha 
bodes well for Tojo’s successful career. His unstoppable 
rise is pushing him towards Japanese politics via 
participation in the project to create an Asian sphere of 
co-prosperity led by J apan. 


BENITO MUSSOLINI - I TALY 


Born in Dovia di Predappio, Forli, Northern Italy, on 
July 29th, 1883. The son of a blacksmith and a 
teacher, he graduated as a teacher from the Normal 
de Forli. In 1910 he began his political career in the 
socialist party ranks. He also became known for the 
journalistic work that would later become his true 
vocation when named the director of “Avanti”, the 
official medium of the Italian Socialist Party. By 1915 
his posture had changed to one of radical 
nationalism and he would defend Italy’s entrance 
into the Great War alongside her allies. ln November 
of the same year he 


founded “Il Popolo de 
Italia” and was 
consequently expelled 


from the socialist party. The newspaper would enjoy 
significant editorial success. Following the outbreak of 
war he was wounded in battle and was promoted to the 
rank of corporal. Later, the instability and unease 
experienced by Italy, unsatisfied with the results of 
participating in the First World War, favored the 
formation of groups of war veterans with strong 
nationalist sentiments. In alliance with members of 
these groups Mussolini founded “II fascio”, a political 


group which aspired to 
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overthrow democratic parliamentarianism within the capitalist system through 
direct rejection of the socialist alternative. In 1922, faced with the deteriorating 
political and public order situation, his followers would undertake the “March on 
Rome” after which the king Victor Manuel II| charged Mussolini with the formation 
of a new government. In the following years political changes would take place with 
the substitution of the democratic parliament by the Chamber of Corporations and 
the Grand Council of Fascism, economic autarchy was also established. In 
international terms Mussolini’s Italy maintained a posture of territorial demands 
crystallized by his Imperial proclamation and intervention in Ethiopia. In 1939 a 
strategic alliance was formed with German upon the signing of the “Pact of Steel”. 


FRANKLIN DELANO ROOSEVELT - USA 


Born into a traditional New York family on January 30th, 
1882 in Hyde Park, New York. The son of a wealthy 
businessman he would enjoy a privileged childhood. He was 
also an active sportsman and would travel to Europe on 
several occasions to learn German and French. He began 
his schooling at Groton School where the Principal directed 
him towards public service for the needy. After his time at 
Groton, he continued to Harvard University where he 
graduated in 1904 in Arts, and also to Columbia University 
where he studied Law but dropped out before graduation. 
In 1910 he commenced his political career in the ranks of 
the Democrats, and in 1912 President Wilson named him 
Assistant Secretary of the Navy. From this post, and with 
fervent opposition, he would attempt to expand the navy 
and create a reserve of personnel to be used in times of 
war. When the United States entered the First World War, Roosevelt was appointed 
Assistant Secretary of the Navy. From this new position he would insist on the 
expansion of the navy and show great interest in submarine combat. Following 
resigning from his post he would oppose the dismantling 
of the Navy and would fail in his attempt to be elected 
Vice-President. In 1921 he suffered poliomyelitis leaving 
him severely affected. In 1928 he restarted his political 
career and was elected governor of New York, later 
moving on to become President of the United States in 
the 1932 elections. Roosevelt fought against the 
devastating effects of the 1929 depression via the “New 
Deal” policy, with heavy investment in infrastructure and 
state intervention in the economy and social services. 
He fought for American supremacy on the International 
front, taking preventive measures against the possibility 
of a new worldwide conflict. 
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WINSTON CHURCHILL - UNITED KINGDOM 


Born in Blenheim Palace on November 30th, 1874 to 
an American mother and Lord Randolph Churchill. 
After studying at the prestigious Harrow School, he 
joined the Sandhurst military academy form where 
he graduated as a cavalry officer. He took part in 
operations in Sudan, India and in the Boer War. At 
that time he worked as a war correspondent and 
fought as a soldier. It was through his journalistic 
work that he became sufficiently popular to begin his 
political career with the Conservative Party. He 
began to shine as a politician after moving over to 
the Liberal Party in 1904 convinced of the need for 
free markets in contrast to the tariffs proposed by 
the Conservatives. In 1911, after occupying several 
important posts, he was named the first Lord of the 
Admiralty. From that post he made an effort to modernize the armed forces, 
making use of technological developments. Initiated in the First World War in 1914 
he would be responsible, in great measure, for the “Gallipoli disaster”. As a result 
he left the government and, without ceasing to be a Member of Parliament, re- 
joined the Armed Forces and fought on the Western Front. He returned to politics in 
1917 as Munitions Minister and after the war ended as 
both War Minister and Air Force Minister. He was noted 
for his support of the “White Russians” against the 
Bolshevik revolution and for his attempts to reduce 
military spending. In 1924 he returned to the ranks of 
the Conservatives and became an unsuccessful Minister 
of Finance. During the 30s he was known for his literary 
work which dated back to his youth. He has also 
proclaimed the threat of Hitler’s Germany and he has 
been critical of the appeasing policies employed by the 
British government. An eminent speaker, he has 
managed to galvanize the British Nation’s will to fight 
overseas against the enemy in search of balanced world 
power. 


J OSEPH STALIN - USSR 


Born in Gori, in the Georgian Republic, on December 
18th, 1878. After completing his schooling and faced 
with the impossibility of attending university he 
enrolled in the orthodox seminary of Tiflis, where his 
revolutionary anxieties and_ literary activity 
commenced. In 1889 he abandoned the seminary 
without achieving ordainment. From then until 1917 
he was involved in revolutionary political activities in 
his native Georgia, leading him to internment on two 
occasions in Siberia and, ultimately, exile. Exempt 
from military service he did not take part in the First 
World War. In 1917, the year of the October 
Revolution, he was already a member of the 
Communist Party’s central committee and editor of 


92 


“Pravda”, the party’s official organ. In the period between 1917 and 1923 he was 
the People’s Commissar for National Affairs and would work on a _ political 
commission in the Red Army during the Civil War and Polish-Soviet War amongst 
other activities. Meanwhile, in 1922 he was named General Secretary of the AIll- 
Russian Communist Party, a position from which he would ascend to power in 1924 
following Lenin’s death. His political and ideological 
program was dubbed “socialism in one country” and 
contrasted with other political projects such as Trotsky’s 
“permanent revolution”. His economic policy would be 
marked by processes’ of _ collectivization and 
industrialization of the country with great demographic 
and social repercussions. His five-year plans would 
centre on molding attempts to create a strong and 
industrialized economy. Internationally, Soviet policy 
has been focused on territorial demands, in the search 
for space to cushion any foreign invasion, beyond the 
frontiers established in the First World War, and the 
supervision of Communist Party activity throughout the world. 


CHARLES DE GAULLE - FRANCE 


Born in Lille on November 22nd, 1890, into a conservative catholic family. He 
began his schooling at Stanislas College in Paris and 
during a brief period in Belgium. Raised in an 
atmosphere of profound patriotism, he enrolled in the 
St-Cyr military academy where, following four years 
study, he would graduate as lieutenant in 1912 and 
join the 33rd Infantry regiment in Arras. He 
participated in the First World War, in which he would 
fall wounded, rise to the rank of captain and be 
imprisoned by the Germans in Verdun in 1916, an 
experience which adversely affected him. De Gaulle 
proved to be an intelligent and willing officer to the 
point of having difficulties with his superiors. 
Following the end of the war he was commissioned as 
an infantry instructor in Poland as part of the aid 
supplied to this country in the war against Russia. He 
was notably influenced by teachings on armored vehicles in this war. Rising to 
commander he returned to France where he taught at the Ecole militaire and 
undertook an intense role as a writer of military treatise analyzing the changes 
made during the Great War. His outstanding work is his 
‘Vers l'Armée de Métier” in which he defended the 
creation of a mechanized, professional army with strong 
contingents of armor-plated forces. These projects were 
comparable to those being undertaken by Fuller in 
England and Guderian in Germany. Between 1932 and 
1937 he was Secretary General for National Defense, 
opposed to the defense policy based on static defense, 
which contrasted starkly with his plans for motorization 
supported by powerful aviation. 

De Gaulle represents modernization, through lessons 
learned from the First World War, and the decision in 
favor of the efficient defense of France and her interests. 
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THE NATIONS 


GERMANY 


After her defeat in the Great War, Germany was seeking a new identity an place in 
the post great war European scene after the rise and fall of Kaiser William II. 
Following the Kaiser’s desertion, elections were held to establish a constituent 
Assembly which agreed the foundation of German democratic republic, known as 
the Weimar Republic. The newly established regime had to resist coups such as the 
“outsch” of 1920 and 1923, led by military figures and members of Adolf Hitler’s 
nationalist party. Meanwhile, in 1919, the Communist Party of Germany’s fight for a 
proletariat revolution similar to that which took place in Russia was aborted. 


The government, consisting mainly of social democrats, was distinguished by its 
moderation with a jealous respect for private property and without rancor towards 
the civil servants of the previous regime. In terms of foreign policy, the territorial 
losses and sanctions incumbent in the new frontier plans were not acceptable for 
the nation, naming them “Diktat”. The French occupation of Ruhr in the face of 
non-payment of reparations was met by strikes in Germany and passive resistance 
by the population. After a severe increase in inflation in 1923, the economy was 
able to recover and the “Dawes Plan” was put in action to pay off incurred debts. 
The ultra-nationalist movements, strengthened since the end of the Great War, 
became even more influential during the crisis of 1929. They were composed of war 
veterans and extreme right wing groups and defended a program of nationalist 
regeneration. Such groups also presented demands on territories lost in the Treaty 
of Versailles, with a wider aim of creating “vital space” for the German nation. The 
main spokesperson for this movement is Adolf Hitler as his party’s leader. After 
suffering defeat in the 1930 elections, Hitler is named German Chancellor in 1933, 
later succeeding Hindenburg as Head of State. The arrival of Hitler to power has 
instigated the militarization of Rhineland, large scale rearmament and compulsory 
military service with a view to reclaiming territories he believes should be an 
integral part of the German nation. 
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Best Unit: Panzer VI Tiger 

Strengths: Armored vehicles (Panzers) and submarines 
(Wolfpack). 

Weaknesses: Few territories and initial resources. 


J APAN 


Japan played a small international role in the Great War alongside the Entente 
Powers by occupying German possessions in the Far East. The nation also 
presented “Twenty One Demands on China” with Chinese space being the most 
coveted by Japanese interests. With a strong textile industry Japan was able to 
export on a large scale to the rest of Asia, taking advantage of Europe’s inability to 


serve these markets during the war. During the 20s, Japanese politics was 
dominated by liberals and those who looked to the West as a reference. As a result, 
in 1925 men were given the vote although the national institutions were not 
completely democratic. Conversely, economic power fell into the hands of large, 
family-owned corporations. Both politicians and businessmen wanted an expanding 
Empire, an East Asia dominated by Japan and liberated from the influence of, what 
they considered to be, the decadent West. The concept of an “East Asian Co- 
prosperity Zone” was forged, aimed at freeing Asians from Western hegemony 
under Japan’s tutelage. This Imperialist tendency gained strength and in 1927 
several of its followers became part of the government. Militarism now began to 
exert its influence. In 1931, with the Japanese occupation of Manchuria, war broke 
out against China, a war which continues to this day. Military expeditions to other 
Asian territories still in conflict with Western powers have not been ruled out. 


Best Unit: Mitsubishi A6M2 Zero 

Strengths: |mperial Fleet. Troops patriotism, morale and 
sacrifice. 

Weaknesses: Few initial resources. Armored vehicles. 


95 


I TALY 


Italy is, along with Germany and Japan, one of the nations left unsatisfied by the 
conclusion of the Great War. The depression, war debt and the unemployment of 
de-mobbed soldiers gravely affected the nation. Even more so, considering the 
Allies did not comply with territorial promises made to the Italians in a secret 
agreement with London which fomented Italy’s entrance into the war. The elections 
of 1919 and 1921 took place in this climate of crisis and deception, with the 1921 


elections motivated by post-war disturbances. It was during this time that the 
fascist party “Il fascio” was born. Led by Mussolini, “Il fascio” presented itself as the 
party to overcome democratic regimes sustained within a capitalist system, as well 
as a true alternative to socialism. Mussolini’s followers began punishment attacks 
against their enemies in an atmosphere of deteriorating public order. In short time, 
large sectors of the country began to empathize with the fascists in their fight 
against leftist agitation. Fascism presented itself as the guardian of public order and 
Mussolini’s burgeoning strength instigated thousands of his followers to join the 
“March on Rome” in 1922. After the march, Mussolini was invited to form 
government. The Chamber of Deputies would swiftly be replaced by the Chamber of 
Corporations and the Grand Council of Fascism. On the economic front, an 
autocratic system was established in order to prevent Italy suffering the 
consequences of the 1929 depression. 

Italy’s expansionist and nationalistic program now has the annexation of foreign 
territories inhabited by Italians, the elimination of national debt and the creation of 
an Empire as its objectives. The first steps towards the formation of this Empire 
were taken in 1936 with the Italian occupation of Ethiopia. 


Best Unit: Decima Mass Commandos 
Strengths: Regia Marina (Italian Navy) and infantry. 
Weaknesses: Troops morale. Armaments. 
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USA 


The United States entered the Great War at a late stage. Despite the enormous 
human and material resources employed, the economic and human losses incurred 
where not proportionally equivalent to those of the other nations involved. 
Furthermore, President Wilson, with his fourteen point program, acted as referee in 


the reorganization of European frontiers. Following the prosperity of the 20s the 
economy suffered a terrible crisis in 1929 which was rooted in latent problems of 
the prosperous 20s. The financial and productive crisis was devastating and, in 
response, the Americans opted for Franklin Delano Roosevelt as President. 
Roosevelt proposed a series of reforms known as “New Deal”, which were to aid 
small and medium-sized businesses as well as national industry. Many public works 
were undertaken during this period to combat unemployment and the industrial 
slump. Also, from 1935 onward, laws were passed in favor of workers and citizens, 
accompanied by fiscal reform. Internally, the nation’s democratic institutions have 
never been placed in peril. Internationally, the USA has returned to its previous 
stance of isolationism and neutrality regarding Europe’s problems. The nation has 
maintained a small professional army that, as in 1917, will serve as a framework 
for a larger army incorporating thousands of citizens in future conflicts. 


Best Unit: B-29 Superfortress 

Strengths: Economy. US Air Force (USAF), Marines and 
Amphibious Vehicles. 

Weaknesses: | nitial armored vehicles. 
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UNITED KINGDOM 


The United Kingdom was one of the successful nations in the Great War. However, 
to the considerable human losses incurred, the economic damage suffered must 
also be added. As an exporter of industrial products the nation had to face tariff 
barriers from other countries and the appearance of other competitive industries in 
the market. This led the country to a longer post-war crisis than that of other 


countries, leaving two million people unemployed in 1921. Unfortunately, the 
feeling of well-being previous to the war did little to alleviate this social problem. 
The Labour Party victory of 1924 brought gradual and democratic socialist policies, 
which led to moderate social advances. The diplomatic recognition of the USSR and 
the intention of giving loans to the Russians led to the Labour government’s fall 
under pressure from the Conservatives. The “Great Depression” of 1929 left three 
million unemployed. The Conservatives took advantage of the Labour Party’s 
inability to manage the crisis to rise to power in 1931. They formed a united 
national government to deal with the economic emergency based on a policy of 
saving and stimulating industrial production which remains in vigor to this day. 
Internationally, the United Kingdom’s strategy is based on maintenance of its 
colonial Empire, fighting nationalist tendencies such as those of India and 
maintaining control of the seas through its large and powerful fleet, capable of 
matching any enemy. The British government has also guaranteed to take action in 
any future European conflict that may arise. 


Best Unit: UK Paratrooper 

Strengths: British Colonial Empire, Royal Air Force (RAF) 
and the Royal Navy. 

Weaknesses: Very dispersed initial forces. 
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USSR 


Russia ended its participation in the Great War in 1917, signing a separate peace 
agreement with Germany in the Brest-Litovsk Treaties. Russia lost several 
territories in those treaties such as Finland, Ukraine and the Baltic Countries and 
with them its traditional influence in Eastern Europe. The Communist government 
encountered an economically backward country with archaic conceptions. After 


recovering from the Civil War (1917-1922) and the Polish-Soviet War (1920), the 
countries institutions became formalized once more as a federal state: the USSR. 

In 1928, with Joseph Stalin now in power, five-year plans were unveiled with two 
basic objectives: the rapid industrialization of the country and the collectivization of 
agriculture. During the Great War the majority of the countries involved followed 
state planning of the economy. Now the USSR made a permanent model from this 
planning. The five-year plan of 1928 was succeeded by two more plans in 1932 and 
1937. During this period there was significant industrial advancement, with 
impressive figures, especially when taking into account the conditions at the time 
the five-year plans were introduced. 

In the USSR there exists a close relationship between nation and party. Therefore, 
through the 3rd International, revolutionary processes abroad are fomented as well 
as the formation and support of communist parties working within democratic 
systems overseas. 

In military terms the rapid industrialization of the country, and the attention placed 
on weapon development, has produced armed forces with abundant armored 
vehicles and aircraft, which undergo permanent modernization. 

It has not been ruled out that the Soviet Union may lay a claim to old Russian 
territories and create a zone of influence which isolates the nation from any 
possible enemies. 


Best Unit: T-34-76A 

Strengths: Tanks. 

Weaknesses: Economy. Troops morale. Initial 
armaments. 
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FRANCE 


France was, without doubt, the country which most suffered the effects of the Great 
War. A great number of the war’s frontline operations took place in French territory. 
This meant France was the country that had to assume the greatest responsibility 
in the conflict and, in this way, maintain its independence. The results were, 
however, terrifying, with millions killed or wounded and widespread destruction in 


the battle zones in the North East of the country. France, with the help of the 
Entente Powers, defeated Germany and seized its colonial territories. Furthermore, 
the German nation was obliged to pay 35,000 million dollars in reparations. 
France’s main fear was a German resurgence as an aggressive power and, in a 
preemptive move; the French tightened its ties with countries such as 
Czechoslovakia and Poland to impede new expansionist moves by Germany. During 
the 20s French politics was dominated by conservatives focused on the economy 
and the maintenance of internal order. In 1923 Raymond Poincaré ordered the 
occupation of Ruhr in response to Germany’s failure to comply with repartition 
payments, in turn stabilizing the Franc. The depression also affected France but to 
a lesser extent than America and Germany. The French Republic experienced some 
difficult moments with the formation of extreme right wing and anti-republican 
groups. Conservative and leftist governments followed, taking important internal 
measures but increasingly worried about the international situation. In the face of 
the German threat, France has opted for appeasement and extreme defense, 
designating a great part of the military budget for the construction of the so-called 
“Maginot Line”, on which construction started in 1927. 


Best Unit: ARL 44 
Strengths: Competent diplomacy and espionage. 
Weaknesses: Anti-tank and anti-aircraft armaments. 
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THE GENERALS 


GERMANY 


Heinz Guderian 


Born June 17, 1888 in Kulm, Prussia, into the bosom of a 
military family, he went on to study at various military 
schools and academies in the years between 1902 and 
1907. During the Great War he would serve in the 
rearguard, allowing him to continue studying and 
reflecting on the changing features of the battlefield. He 
later published “Achtung Panzer”, the fruit of his interest 
in new technologies and their tactical and operational 
applications. During this period of reflection he also 
analyzed the impact of and possibilities presented by 
mechanizing the armed forces, as well as the emergence 
of the USSR as a military superpower. He went on to 
translate the theoretical works of Fuller and Liddell, along with De Gaulle’s book 
“The Army of the Future”. 


Erwin Rommel 


The son of a renowned mathematician, Erwin Rommel came into the world on 
November 15, 1891 in Heidenheim, Wurttemberg. Brilliantly intelligent and with an 
outstanding interest in sports, he first considered studying engineering, but due to 
his father’s objections, he eventually enlisted in the army. He would finally enroll in 
an infantry regiment in Wurttemberg after being rejected by the Artillery and 
Engineering corps. After completing the compulsory service period in the regiment, 
he moved on to the Danzig War School and graduated as lieutenant in 1912. During 
the Great War he successfully led infantry units and was noted for his audacity and 
his ability to surprise. He served in France (1914-15), Romania (1916-17) and Italy 
(1917-18), obtaining the “Pour le merite” medal for his spectacular performance in 
the Battle of Caporetto. He remained in the army after the end of the war with the 
rank of Captain. After carrying out security missions, in 1929 he was sent to the 
Dresden Military Academy where he would impress as a teacher. He later returned 
to the command of a mountain unit, eventually becoming an instructor at the 
Potsdam Academy. In 1937 he would publish “Infantry Attacks”, a collection of his 
battlefield experiences and notes on the examples used in his classes. 


Erich von Manstein 


Born on November 24, 1887, his father, an Artillery officer, died while he was still 
young. He was subsequently adopted by his uncle, who gave him the surname Von 
Manstein, and would later enroll in a Prussian infantry regiment. He graduated from 
the Pl6n Military Academy as Second Lieutenant specialized in tactics. He began the 
Great War in the 22 Regiment of Grenadiers and was severely wounded in the 
Battle of the Marne. He spent the remainder of the war in the Military Staff and 
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heads of operations on both the Western and Eastern fronts. Following the end of 
the conflict he would occupy various operative posts in different destinations. 
Finally, as Major-General he would take part in the occupation of the Sudetes. His 
work for the General Staff and his talent for operational planning were 
extraordinary. 


Walter Model 


The son of a musician, Walter Model was born January 24, 1891 in Gethin, Saxony. 
He enrolled in the Neisse Cadet School in 1908, graduated as lieutenant in 1910 
and subsequently joined the 52nd Infantry Regiment. He would travel with his 
regiment to the Great War in France to serve as battalion adjutant. He was severely 
wounded in 1915, in Arras, and was decorated with the Iron Cross First Class in the 
same year, later being recommended by his superiors for a posting in the General 
Staff. He went on to serve in different operative units until 1918, when he would 
end the war as Captain. Chosen to form part of the Weimar Republic’s reduced 
army, he would carry out public order work and move into teaching in 1928 
studying the General Staff and tactics in the official instructor’s corps. In 1938, as 
Major-General he attracted the attention of his superiors when he presented an 
operations plan against Czech fortifications during the Sudetes crisis. 


Gerd von Rundstedt 


This representative of the purest Prussian military tradition was born on December 
12, 1875 in Aschersleben. In 1902 he enrolled in, and later graduated from, the 
prestigious Berlin Military Academy. Through his participation in the Great War he 
reached the rank of Major and was decorated with the Iron Cross First and Second 
Class. Following the end of the war his brilliant career culminated in his rise to 
General in 1927. In 1932 he took control of the 3rd Infantry Division. Before his 
retirement from the military in 1938 he worked on public order projects in his role 
as the Military Governor of Berlin. After his retirement he was later reinstated on 
merit as an apolitical appointment. A classically trained Military Officer his 
operational talent and strategic vision are remarkable. 


JAPAN 


Tomoyoki Yamashita 


Yamashita was born into the Kochi prefecture on 
November 8, 1885. Twenty years later, in 1905, he 
graduated from the Cadets Academy. Between 1913 and 
1916 he carried out his General Staff training in order to 
transfer, as Captain, to the joint defense offices in Berlin 
and Bern. Before being named Joint Military Officer in 
Vienna and Budapest between 1927 and 1929 he worked 
as an instructor in the War Academy from 1926 to 1927. 
After his time in Europe he returned to Japan where, in 
1930, he joined the General Staff to subsequently 
command the Third regiment for a brief period. From 

. 1932 to 1936 he alternated between posts in the War 
Ministry ‘and another period within the General Staff. 1936 saw him take control of 
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the 40th Infantry Brigade in Korea. He was later named Commander in Chief of the 
Mixed Brigade Garrison in China, only to subsequently to become the Chief of the 
General Staff in the North of China. In 1939 he returned as Commander to lead the 
Ath division in Manchuria. 

General Yamashita, academically well prepared, is one of the Japanese army’s best 
and most talented Generals. 


Shunroku Hata 


The son of an ex-Samurai, he was born into the Fukushima prefecture on July 26, 
1879. At the age of 14 he was accepted by the First Tokyo Middle School, although 
he was forced to leave following his father’s death. He subsequently decided to join 
the Army as a cadet and graduated as the twelfth of his promotion from the 
Imperial Army Academy. In 1902 he took part in the Russo-Japanese War as 
Second-Lieutenant of the Artillery. Following the end of the conflict he began 
General Staff training, achieving excellent final grades in November, 1910. As a 
military attaché in Germany he would become a privileged observer of the Great 
War in Europe. Rising to the rank of Major in 1914 and later to the rank of 
Lieutenant Colonel in 1918 where he would form part of the Japanese delegation 
which signed the Treaty of Versailles in 1918. Upon his return to Japan he took 
command of the 16th Artillery Regiment from 1921 to 1926, when he was 
promoted to Major General and took control of the 4th Heavy Artillery Brigade. 
From 1927 he occupied various positions within the Imperial General Staff until, in 
1931, as Lieutenant General, he took charge of Artillery Training Inspection. As 
Commander in Chief of the 14th Infantry Division he spent a brief period in the Air 
Force, finally becoming Head of the Taiwanese Armed Forces. At the beginning of 
the Chino-] apanese War he occupied several important positions as Army Training 
Inspector. After rising to General at the end of 1937 he would take command of the 
Japanese Expeditionary Force in Central Chine in 1938. He subsequently became 
Emperor Hirohito’s Field Assistant. Shunroku Hata is one of the most relevant 
figures of the Japanese Military and possesses vast knowledge and experience. 


Renya Mutaguchi 


Native of the Saga prefecture, Mutaguchi came into the world on October 7, 1888. 
He undertook his military education in the Imperial War Academy in 1910 and his 
General Staff training in 1917. He participated in the Japanese intervention in 
Serbia against the Red Army and was later sent to Paris as a military attaché. 
Promoted to Major in 1926 and Colonel in 1930, he commanded the Department of 
General Affairs in the Imperial General Staff. From there he was transferred to 
China to command the Beijing garrison. After briefly leading the Infantry Regiment 
in 1938 he moved on to the Kwantung Military Headquarters. Promoted to General 
he later became Head of the General Staff of the 4th Army and in 1939 he was 
destined to run the Military Preparatory Academy. 


Mitsuru Ushijima 


Born in the city of Kagoshima on July 31, 1887, Ushijima graduated from the 
Imperial War Academy in 1908 and from the School for General Staff in 1916. Soon 
after finishing his studies he would join the expeditionary force in Vladivostok as 
part of the Japanese Army’s intervention in Serbia against the Red Army during the 
Russian Civil War. Between 1933 and 1936 he occupied administrative posts in the 
War Ministry and later led the First Infantry Regiment until 1937. With the 
beginning of the Chino-Japanese War the by then Mayor General Ushijima took 
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command of the 36th Infantry Brigade. In 1938 he was sent to Japan to run the 
Toyama Infantry Academy. From there, and after rising to Lieutenant General, he 
transferred back to the Chinese Theatre of Operations where he took part in many 
battles in both China and Burma as the Commander in Chief of the 11th Infantry 
Division. 


Tadamichi Kuribayashi 


This son of a family of Samurais was born in Nagano on July 7, 1891. At first he 
hoped to be a Journalist, but during the course of his Secondary Education he was 
persuaded to join the Imperial Army. He enrolled in the Imperial Military Academy 
from which he graduated in 1914 as a Cavalry Officer. His military training 
continued first in the Cavalry Academy and later at the War School, where he would 
achieve excellent results and receive a sable from Emperor Hirohito as a prize. 
During his time as a military attaché in the USA in 1928 he would travel throughout 
the country visiting military and industrial centers. He would also study for a short 
time at Harvard University. From the USA he moved to Canada in 1931, also as a 
military attaché, and would rise to Lieutenant Colonel in 1933. He returned to Japan 
in the same year to join the Imperial General Staff. In 1937 he took up a post in 
the administration office of the War Ministry. 

Highly trained and with a cosmopolitan outlook General Kuribayashi is one of the 
Japanese Army’s most progressive Generals. 


I TALY 


Giovanni Messe 


Born in Mesagne, Brindisi province on December 10, 
1883, at the young age of 18 he joined the Army as a 
volunteer. In 1910 he completed the Special Promotion 
course for non-commissioned officers in Médena and was 
given the rank of Second Lieutenant. He received his first 
medals in Libya for his participation in the Italo-Turkish 
War. Repatriated in 1912 due to ill-health, he would later 
return to Libya with the 84th Infantry Regiment. In 1916, 
when Italy joined the Great War, he moved to the Italian 
front as Captain and took command of the “arditi” units, 
elite Italian strike forces. He would be promoted to the 
rank of Lieutenant Colonel due to his distinguished 
service. At the end of the conflict he returned to Libya, moved up to Colonel and in 
1935 he received the leadership of the “Celere” Brigade. Upon rising to Brigade 
General he participated in operations in Ethiopia as second in command of the 
“Cosseria” Division. On returning to Italy he went back to the “Celere”, now a 
division, and took part in the occupation of Albania. 

He is a brave General who has shown his ability to adapt to the dynamics of 
modern warfare. 


Pietro Duke Badoglio 


A landowner’s son, Pietro Badoglio was born on September 28, 1871 in Grazzano 
Monferrato. In 1888 he enrolled in the Royal Academy of Saboya from where he 
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would graduate in 1890 as an Artillery Second Lieutenant. He took part in 
operations in Abyssinia in 1896 and in Libya in 1911 and was recognized for his 
bravery in battle. The beginning of the Great War saw him destined to the 2nd 
Army as Lieutenant Colonel. Later, as General, he would be remembered and 
decorated with the silver medal and a noble title for his outstanding leadership of 
the 4th Division during the sixth battle of Isonzo. Following the Caporetto disaster 
in 1917 he moved on to the General Staff and became Second Chief. At the end of 
the war he became the Chief of the General Staff and directed the operations that 
would lead to the conquering of Ethiopia in 1936. 


Rodolfo Marquis Graziani 


The product of a family with no military tradition, Rodolfo Marquis Graziani was 
born in Filettino on August 11, 1882. Deprived of the opportunity to attend the 
Modena Academy, he joined the Army when he was drafted. In 1904 he was 
promoted to Second Lieutenant and joined the 1st Grenadiers in Rome in 1906. In 
the years leading up to the Great War he would be sent to Eritrea and participate in 
the Italo-Turkish War. At the beginning of the Great War he reached the rank of 
Captain and would be decorated for his bravery in battle. By 1918 he had become 
Colonel at the young age of 36. He was sent to Libya in 1931 where he led the 
effort to suppress the anti-colonial revolution. From 1935 to 1936 he commanded 
operations in the Ethiopian campaign and was named Marshall after capturing Harar 
and concluding the campaign. 


Ugo Cavallero 


Cavallero, alumni of the Modena Military School in 1898, was born in Monferrato on 
August 20, 1880. After becoming an officer he moved to the Central Shooting 
School in Parma as an instructor. He graduated from military school as the first of 
his promotion in 1911. In 1912, and now promoted to the rank of Captain, he was 
sent to Libya where he would serve in the “Torino” division of the General Staff and 
be awarded the Bronze Medal for Military Valor. With the outbreak of the Great War 
he joined the General Staff and carried out remarkable organizational work, 
eventually leading to his promotion to Brigadier General. He later headed the 
Italian Military Delegation in Versailles. Following his retirement from the Army and 
his involvement in private industry, he was recalled, in 1925, to the post of War 
Undersecretary and subsequently, Senator. He returned to the Army in 1937 as 
General to lead Italian troops sent to East Africa. Highly intelligent and cultured, he 
has also provided clear evidence of his worth and determination in battle. 


Mario Roatta 


Born in Modena in 1887, Mario Roatta was named Second Lieutenant of Infantry in 
1906. After graduating from Military Academy he transferred to the General Staff 
with the rank of Captain. At the outset of the Great War he served on the Western 
Front. By 1917 he had been promoted to Lieutenant Colonel and won the Silver 
Medal for Military Valor before the end of the conflict. Between 1927 and 1931 he 
occupied the post of military attaché to the Italian Embassy in Warsaw. 1934 saw 
him named Chief of the Military Information Service and in 1936 Commander of the 
Italian Expeditionary Force that would fight in the Spanish Civil War in support of 
the nationalists. Later, in 1939, he became military attaché to the Embassy in 
Berlin. A gifted diplomat, General Roatta has become a key part of the Italian 
Armed Forces. 
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USA 


Dwight David Eisenhower 


Born in Denison, Texas on October 14, 1890, Eisenhower 
was the son of an engineer. After graduating from 
Abilene High School, Kansas in 1909 he tried to enroll in 
the Naval Academy, but was rejected for being over the 
age limit. Recommended by Senator Bristol, he attended 
the West Point Military Academy in 1911, graduating in 
1915 after having shone both academically and as an 
athlete. He would briefly obtain the rank of Lieutenant 
Colonel whilst attending tank courses in Pennsylvania, 
but would not see combat during the Great War. 
Following the end of the war, now as a Major, he 
remained in Maryland until 1922. During this period he 
became actively interested in armored warfare and maintained contact with George 
S. Patton, a military man who shared his interest. He would later serve in the 
Panama Canal and as Battalion Commander in Fort Benning, Georgia until 1927. 
After serving in several different posts he accompanied General MacArthur to the 
Philippines as his Chief Military Aide in 1935 and then later became Assistant 
Military Adviser to the Philippine Government. Upon becoming Lieutenant Colonel in 
1936 he dedicated his time to tasks at Military Headquarters. 


George Smith Patton 


The descendent of a famed Confederate Army Cavalry Officer in the U.S. Civil War, 
George S. Patton was born in St. Gabriel, California on November 11, 1885. From 
infancy he began to study the classics and military history. After spending a year at 
the Virginia Military Institute he enrolled in West Point, from where he would 
graduate in 1909 at the top of his class. As a cavalry officer he would subsequently 
take part in the Pentathlon at the Stockholm Olympics. In 1916 he was noted for 
his success as part of General Pershing’s Mexican Campaign. Upon the entrance of 
the U.S.A. in the Great War he was sent to the Western Front as a member of the 
tank corps. As leader of this unit he was temporarily promoted to Lieutenant 
Colonel and participated in the Battle of Saint-Mihiel where he would be wounded, 
being decorated with the Outstanding Service Cross and the Purple Heart as a 
result. A great defender of armored warfare, he would maintain contact with Dwight 
D. Eisenhower and in 1932 would become MacArthur's Chief of General Staff, later 
being sent to Hawaii. Brave and highly determined, George S. Patton is one of the 
U.S. Army’s most charismatic figures. 


Douglas MacArthur 


The son of a noted military figure, Douglas MacArthur was born on January 26, 
1880 in Little Rock, Arkansas. As his father was posted to San Antonio (Texas) he 
enrolled in the West Texas Military Academy, where he would prove to be an 
excellent student. In 1898 he successfully enrolled in West Point from where he 
graduated as first in his promotion in 1903. As Second Lieutenant in the Engineer 
Corps he served as his father’s and Theodore Roosevelt’s aide-de-camp until 1907. 
After occupying various posts he would serve in the General Staff between 1913 
and 1917. Upon the entrance of the U.S. in the Great War MacArthur was named 
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Chief of Staff of the 42nd “Rainbow” Division and Commander in Chief of the 84th 
Infantry Brigade. His performance on the Western Front earned him many plaudits 
and decorations. Following the conflict he became superintendent of the U.S. 
Military Academy at West Point and carried out much needed reforms. Between 
1922 and 1930 he served two tours of duty Philippines, the second as commander 
of the Philippine Department. He briefly retired in 1937 only to return to the 
Philippines as Major General. 


Omar Nelson Bradley 


Omar Nelson Bradley was born into a poor family on February 12, 1893 close to 
Clark, Missouri. The son of a schoolteacher, he tried to enroll in the University of 
Missouri only to be advised to try West Point. He came first in the district placement 
exams and would be noted for his academic achievements and his abilities as a 
baseball player. After graduating he served on the Mexican Front and, although 
posted to France, would not see combat. Between he worked as a Mathematics 
Teacher at West Point between 1920 and 1924 reaching the rank of Major and 
attending the course of Advanced Infantry in Fort Benning, Georgia. He 
complemented this course by studying for the General Staff in Fort Leavenworth. At 
West Point once again as a teacher he would attend the War Institute in 1934 to 
continue his studies. In 1938 he transferred to work under the Army Chief of Staff 
General George Marshall. 


Mark Wayne Clark 


Although he was born in Sackets Harbor, New York on May 1, 1896, Mark Wayne 
Clark spent his youth in Illinois. Despite suffering health problems he graduated 
from the West Point Military Academy in 1917. In the same year he was posted to 
the Western Front with the American Expeditionary Force as Captain of the 11th 
Infantry and fell wounded. At the end of the Great War he served in the Civilian 
Conservation Corps in Nebraska. Subsequently, he attended the Command and 
General Staff School, where his studies complemented his time at the Army War 
College in 1937. Clark retained his rank from the Great War of Captain and was 
promoted to Major in 1932. Highly trained and experienced in warfare, General 
Clark has the profile of one of the Generals destined to assume important 
responsibilities. 


UNITED KINGDOM 


Bernard Law Montgomery 


Bernard Law Montgomery, son of an Anglican Priest, was 
born in Kennington, London on November 17, 1887. He 
and his family moved soon after to Northern Ireland and 
later to Australia after his father was named Bishop of 
Tasmania. However, in 1901, the family returned to 
London where his father had been transferred. Bernard 
Law Montgomery attended St Paul’s School and the Royal 
Military Academy, Sandhurst. After completing his stay at 
Sandhurst he was posted to a regiment in India and 
would remain there until 1913. His regiment was sent to 
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France at the beginning of the Great War and he was wounded in 1914, being 
awarded the Distinguished Service Order. At the beginning of 1915, after 
recovering from his injuries, he was appointed as instructor of Kitchener’s “New 
Army” in England until 1916, when he returned to France as Operations Staff 
Officer in the Battles of the Somme, Arras and Passchendaele, among other 
important Western Front operations. He ended the war as Chief of Staff of the 47th 
Division with the provisional rank of Lieutenant Colonel. 

After the war Montgomery reverted to the rank of Captain and used his experiences 
to write a series of training pamphlets and manuals. He then joined the army’s 
Staff College at Camberley before being posted to the 17th Infantry Brigade in the 
Anglo-Irish War. Following a brief period with his old regiment (1st Royal 
Warwickshires) he returned to the Staff College at Camberley, this time as a 
teacher. He would later rejoin the Warwickshires and serve with them in Egypt, 
Palestine and India. Promoted to Colonel he became an instructor in the Indian 
Army Staff College. He briefly became commanding officer of the 9th Infantry 
Brigade, with the rank of Brigadier. In 1938 he carried out some amphibious 
exercises that impressed his superiors and, promoted to Major, he would 
subsequently command the 8th division in Palestine to squash an Arab revolt. He 
fell ill upon his return to England where he took command of the 3rd Infantry 
Division. 


Miles Christopher Dempsey 


Descendent of an aristocratic family, Miles Christopher Dempsey was born in New 
Brighton on December 15, 1896. He was educated at Shrewsbury School and later 
at the Royal Military College, Sandhurst from where he graduated in 1915. After 
graduating he joined the Royal Berkshire Regiment and took an active part in the 
fighting on the Western Front where his efforts were rewarded with the Military 
Cross for bravery. Following the end of the conflict he remained in the army and 
took various posts, most notably the command of the 5th Infantry Brigade between 
1934 and 1936. 


Harold Rupert Leofric George Earl Alexander of Tunis 


Harold Alexander was born into a distinguished family on December 10, 1891 in 
London. After completing his schooling at the prestigious Harrow School he enrolled 
in the Royal Military Academy, Sandhurst. He was subsequently commissioned to 
the Irish Guards and served in France with the British Expeditionary Force at the 
beginning of the Great War. He was wounded twice and was decorated with such 
medals as the Military Cross, the Distinguished Service Order and the French Legion 
of Honor having reached the rank of Brigadier. In 1919-1920 he led units loyal to 
Republic of Latvia during the Latvian War in a successful attempt to drive out 
Bolshevik troops. After being sent to Turkey and Gibraltar successively he returned 
to England where he attended the Staff College, Camberley and the Imperial 
Defense College. In 1937 he was promoted to Major General. Very popular among 
army officers he has great abilities of reflection which make a doubtless choice to 
carry out the most difficult of tasks. 


Oliver William Hargreaves Baronet Leese 


Born in London on October 27, 1884, Oliver Leese was educated at Ludgrove 
School and Eton College, two of the most prestigious schools in England. He 
enlisted in the army when the Great War began and was commissioned to the 
Coldstream Guards. He was wounded three times during the Battle of the Somme 


108 


and received the Distinguished Service Order in 1916 for his performance. 
Following the end of the war he remained in the army and attended the Staff 
College, Camberley between 1927 and 1928. After being posted to various 
destinations he was finally sent to the Indian Army Staff College in 1938. He is a 
highly determined and appreciated commander of units. 


William J oseph Slim 


The charismatic General Slim has followed, without doubt, one of the least orthodox 
career paths of all British Generals. Born in Bristol on August 6, 1891 into the 
bosom of a lower-middle class family, he was educated in Birmingham at St. 
Philip’s School and King Edward’s School. After working in the private sector for 
several years he enlisted in the Birmingham University Officers’ Training Corps in 
1912. Here he received the provisional rank of Second Lieutenant and joined the 
Royal Warwickshire regiment with whom he would begin the Great War. He was 
severely wounded at Gallipoli and returned to England where he was granted the 
full rank of Second Lieutenant. He served in operations in Mesopotamia, was 
wounded again and promoted to First Lieutenant. Upon his evacuation to India he 
was granted the rank of Captain and was transferred to the Indian Army where he 
became adjutant of the battalion in 1921. In 1926 he attended the Indian Staff 
College, Quetta. Promoted to Major he moved to Army Headquarters India in Delhi 
and subsequently returned to the Staff College, Camberley where he worked as a 
teacher until 1937. In June, 1939 he rose to the ranks of Colonel and after briefly 
leading the 2nd Battalion, 7th Gurkha Rifles was transferred to the Senior Officers’ 
School in Belgaum, India. 


USSR 


Georgii Konstantinovich Zhukov 


Georgii Konstantinovich Zhukov was born into a peasant 
family on December 1, 1896, in the Kaluga province to 
the South of Moscow. At the age of ten he moved to the 
Russian capital as an apprentice shoemaker with his 
uncle. In 1915, with the Great War underway, he was 
drafted to the cavalry. Thanks to his considerable 
abilities he was promoted to the rank of non- 
commissioned officer. Wounded in 1917, he contracted 
Typhus, which impeded him from rejoining active service 
until 1918, by which time the Bolsheviks had already 
taken power. He moved over to the Red Army. His great 
determination and capacity to self-teach allowed him to 
command a cavalry regiment. His brilliance came to the attention of his superiors 
and he was sent on various training courses as a result. In 1930 he took command 
of the 2nd Cavalry Brigade with which he would carry out many maneuvers and 
exercises. He combined his leadership duties with the writing of treaties and 
military works. He was keenly interested in the possibility of armored warfare 
despite the indifference of his superiors. |1n 1939 he was directed to the Far East to 
repel a Japanese attack against Mongolia. At the command of the first group of 
Mongolian armies he achieved a brilliant victory at the Battle of Khalkhin Gol. He 
later returned to Moscow where he worked in the Red Army General Staff. 


109 


Ivan S. Konev 


Part of a peasant family Ivan Konev was born on December 28, 1897, in Lodejno, 
near Podosinovsky. He began to work as a Lumberjack, after receiving a basic 
education, until he was drafted to fight in the Great War in 1916. In 1917, with the 
end of fighting on the Eastern Front, he was demobilized. A supporter of the 
Bolshevik revolution, he joined the Red Army in 1919. He served as an artilleryman 
during the Civil War under the command of Voroshilov, a close colleague of Stalin. 
Voroshilov’s influence would be decisive in Konev’s career. Thanks to the officer 
purges in the 30s and these influences he was able to rise through the ranks 
quickly. He had previously attended the Frunze Military Academy in 1926. In 1937 
he became a Deputy of the Supreme Soviet and in 1938 he moved up to Army 
Commander. 


Konstantin K. Rokossovskii 


Konstantin Rokossovskii’s place of birth is still not clear. Some sources place it as 
Warsaw, whereas others state it as Velikiye Luk near Pskov in Northwestern Russia, 
from where he moved to Warsaw. Rokossovskii was born into an aristocratic family 
on December 21, 1896. Among his ancestors there were noted military and cavalry 
figures. After becoming an orphan at the age of 14 he developed several different 
careers and at this time he decided to “Russify” his name. At the beginning of the 
Great War he joined the Russian Cavalry, serving aS a non-commissioned officer in 
a dragoon regiment. In 1917 he united with the Bolsheviks and entered the Red 
Army. In the Civil War against the White Guards he reached the rank of 
Commander and was awarded the highest military decoration, the Order of the Red 
Banner. Following the Civil War he attended the Frunze Military Academy from 
where he graduated as Senior Cavalry Commander. He and his division were posted 
to Mongolia where, in 1929, they took part in the defense of the Chinese Eastern 
Railway by agreement with the Chinese government. 

An enthusiast of armored warfare he would defend the creation of strong 
contingents of tanks in the heart of the Red Army throughout the 30s. 


Nikolai F. Vatutin 


Nikolai Vatutin was born in the Voronez province on December 16, 1901 into a 
family of Russian peasants. The son of a non-commissioned officer of the Tsarist 
cavalry, in 1920 he joined the Red Army and fought against the Ukrainian peasant 
partisans of Nestor Makhno. For ten years after 1926 he alternated between periods 
of training and active service. During this time he attended the Poltava Infantry 
Academy, the Frunze Military Academy and the Voroshilov Academy of the USSR 
Army General Staff. In 1938 the officer purges allowed him to ascend rapidly and 
he was named the Chief of the General Staff in the special military district of Kiev. 


Vasilii |. Chuikov 


Like many of his comrades his family, into which he was born on February 12, 
1900, were peasants. He joined the Red Army in 1917 at the time of the Bolshevik 
Revolution. He played an active role in the Russian Civil War (1919-1920). After 
attending the Frunze Military Academy he became one of Soviet Russia’s most 
outstanding military figures. In 1936 he led a mechanized brigade and in 1938 the 
5th Fusiliers Corps. In the same year he came to lead the Bobruisk group of forces. 
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FRANCE 


Philippe-Francois-Marie-] acques Leclerc de 
Hauteclocque 


Philippe Francois Marie, Count of Hauteclocque, came 
into the world on November 22, 1902 in Belloy-Saint- 
Léonard. Of aristocratic decendency he attended the 
Saint-Cyr Military Academy from where he graduated as 
Second Lieutenant of the Cavalry. He was an outstanding 
student during his time at the Saumur Cavalry School in 
1925. He was too young to participate in the Great War 
and so was posted to Tréveris where he joined the 5th 
Cuirassiers, in the French Occupied Rhur region. He 
subsequently transferred to the 8th Regiment of Algerian 
“Sipahis” in Morroco. He later returned to France and was 
named as an instructor in the Saint-Cyr academy. In 
1939, following a second commission in Morroco, he was promoted to Captain and 
received the Legion of Honor. He subsequently enrolled in the “Ecole de Guerre” 
where received his advanced officer training. 


J ean-}] oseph-Marie-Gabriel de Lattre de Tassigny 


A native of Vendée, Jean de Lattre was born on February 2, 1889 in Mouilleron-en- 
Pareds. Of aristocratic decendency he was schooled at the prestigious Saint-Joseph 
de Poitiers College. From 1898 to 1904 he prepared himself for his enrollment in 
Naval Academies and the Saint-Cyr Military Academy. He was finally accepted by 
Saint-Cyr and graduated in 1911 as the fourth of his promotion with the rank of 
Cavalry Officer. He completed his Cavalry studies at the Saumur Academy. He 
began his experience of the Great War as part of the 12th Dragoons and was 
wounded twice in August-September of 1914. Upon his promotion to Captain he 
transferred to the 93rd Infantry Regiment where he was wounded four times and 
received eight citations. After the war he was destined to Bayonne and Morroco. 
From 1927 to 1929 he attended the “Ecole de Guerre” and after graduating was 
commissioned to command a battalion of the 5th Infantry Regiment. In 1932, after 
rising to the rank of Lieutenant Colonel, he moved to work within the General Staff. 
Later, in 1935, he rose further to Colonel and briefly took command of the 151st 
Infantry Regiment, later continuing his higher military training between 1937 and 
1938. After finishing his training he was named as the Governor of Strasbourg’s 
Chief of Staff. 


Marie-] oseph-Pierre-Francois Koenig 


Marie-Pierre Koenig was born into an Alsatian family on October 10, 1898 in Caen, 
where he would also undertake his secondary education at the Malherbe School. 
After graduating he enlisted in the army in 1917, in the middle of the Great War, 
and was assigned to the 36th Infantry Regiment. Between his enrollment and the 
end of the war he was promoted to Second Lieutenant and mentioned in dispatches 
for the War Cross on two occasions. To the present day he has, at his current rank 
of Captain, been posted to garrisons in French North Africa. 
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Charles Huntziger 


Born in Lévense, Finistére in 1880, Charles Huntziger Graduated from the Saint-Cyr 
Military Academy with the promotion of 1900 and was commissioned to command 
colonial troops. At the beginning of the Great War he was transferred to the 
General Staff of the Eastern Front Expeditionary Force. He took part in the 
execution of General d’Esperey’s offensive plans against the Bulgarians at Vadar, 
which contributed to the achievement of a lasting armistice. Named Commander in 
Chief of the Levant troops he participated in negotiations for Alexandria with Turkey 
as part of the contest for French Syrian territories. [In 1938 he joined the Superior 
War Council. 


Alphonse Pierre J uin 


Alphonse Juin en Béne was born in Algeria due to his father, a Gendarme, being 
posted there. His initial education took place in Algiers, but he later enrolled in the 
Saint-Cyr Military Academy graduating in 1912 in the same promotion as Charles 
de Gaulle. He requested to be commissioned to Africa and joined Algerian troops 
with whom he took part in operations to quell uprisings in French Morocco. He later 
marched to the Western Front with colonial troops at the start of the Great War and 
lost the full mobility of his right arm during the Champagne offensive in 1915. He 
had previously served in the Battle of the Marne in 1914. As Captain he moved with 
the 5th Battalion of Algerian Snipers to the “Chemin des Dames” area. In 1918 he 
joined the General Staff and became liaison officer and instructor for the American 
Expeditionary Force. Following the end of the war he taught for a year in “Ecole de 
Guerre”, later returning to Africa. Here he would continue his peace-keeping work, 
earning the extraordinary title of Battalion Chief. After teaching a new course in 
tactics at the “Ecole de Guerre” he was named as the North African Armed Forces’ 
Chief of Staff, moving on to become African Army General in 1938. 
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THE ARMED FORCES 


I NFANTRY 


Regulars 


The infantry is the Army’s basic weapon. Every soldier receives, or should receive, 
basic infantry training. Their main tasks are the defense of positions, attacks on 
enemy lines and the occupation of territory. Infantry are vulnerable to artillery, 
mortar and machinegun fire, as well as tanks and enemy aircraft. 


Elite Troops 


Although they are fundamentally infantry units, Elite Troops are exacting and highly 
trained. Their hard training regime endows them with greater accuracy, speed and 
endurance. They are also better equipped than infantry soldiers and _ their 
preparation allows them to specialize as either land or amphibious assault units. 
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Commandos 


Commandos are, without doubt, the most highly trained of all troops. They have 
received intense instruction in weaponry, explosives, communications and 
camouflage. Their excellent physical abilities make them more resistant to damage 
from the enemy. They are also faster and more effective in action, remaining 
hidden until the moment of attack. 


Snipers 


Snipers are charged with eliminating selected targets such as enemy officers, radio 
operators, liaisons, or any target within their range. Improvements in optics and 
weapon accuracy combined with camouflage techniques allow these elite soldiers to 
execute their missions effectively. Such missions are often decisive from a tactical 
standpoint. 


Paratroopers 


These elite units form part of the airborne forces. Their mission is to carry out aerial 
assaults on enemy territory with the aim of reaching specific strategic targets, such 
as bridges and crossroads. Once in place they must defend these targets until 
reinforcements arrive. They are highly trained soldiers, but once on land they show 
similar weak points to those of the infantry units. 
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Engineers 


The engineering corps is one of the basic elements of the land forces. Engineers 
form sapper and transmission units. Their duties, among others, are the laying and 
clearing of mine fields and the repairing of vehicles. Their training takes places in 
the barracks for regular troops. 


Medical units 


Medical soldiers or officers are charged with aiding those wounded in combat. They 
will accompany our troops, providing first aid and ensuring the satisfactory recovery 
of all infantry units. They can become targets for snipers as they are easily 
distinguishable by the red cross emblem on their uniform. They are chosen from 
the new recruits and officers with medical knowledge and trained in the barracks for 
regular troops. 


MG Gunners 


The machinegun has been a basic infantry weapon since the Great War. This 
weapons firing cadence endows it with great power and the ability to form the basis 
of the defense of a troop, section or company of infantry. The soldiers charged with 
handling machineguns are trained with regular troops and not as an elite force. 
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Antitank Gunners 


One of the infantry’s main weaknesses is its lack of resources when confronting 
enemy tanks. However, antitank guns can be incorporated into infantry units to 
solve this problem. These antitank weapons can take the form of antitank cannons, 
or portable arms such as the American Bazooka or the German Panzerfaust. With 
these latest weapons, the infantry will be able to repel enemy armored vehicles. 


Mortar Gunners 


Mortars reached an important status in war due to their aptness for attacking 
enemy trenches over short distances, thanks to their curved firing trajectory. This 
light, portable weapon provides support to the infantry in both defense and attack. 
If well placed, preferably in an elevated position, the mortar is very effective 
against infantry in the open field and for bombarding entrenched positions. 
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VEHICLES 


Anti-aircrafts Self-Propelled 


These units represent an important advance in the motorization of the armed 
forces. They can accompany mobile units and protect them at all times from enemy 
aerial activity. Using either caterpillar tracks or chained wheels their firepower 
provides important support to terrestrial units. 


Anti-tank Cannons 


Anti-tank artillery must undergo constant renewal in order to keep apace with the 
continuous developments in enemy tank armory and weaponry. They are 
vulnerable as they reveal their position when fired, but can surprise the enemy if 
well camouflaged. These cannons are also effective against terrestrial targets and 
can be towed into position by transport units. 
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Anti-tanks Self-Propelled 


The need to mobilize anti-tank weaponry has led to the production of these 
armored vehicles. They can be distinguished from tanks by the substitution of the 
main turret by a fixed piece with variable mobility. These units can provide valuable 
support to the infantry especially when facing enemy armored vehicles. 


Artillery Cannons 


The most lethal weapons in the Great War were field and heavy artillery. Artillery 
can be used to bombard enemy units and positions, impede enemy passage, 
confine the enemy in a determined area, interdiction or to respond to enemy 
artillery. Accurate observations are essential for precise and effective artillery firing. 
Although traditionally transported by horses, these cannons can now be hooked up 
to and towed by mechanized transport units. 
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Artilleries Self-Propelled 


Self-Propelled Artillery units were recommended in post-Great War studies as a 
necessary accompaniment for mobile units in all terrains. These units travel at the 
same speed as other motorized units and are capable of providing rapid support 
firepower. 


Reconnaissance 


Modern reconnaissance forces play an important role performed in the past by the 
cavalry. This role involves the exploration of territory, detection of enemy units and 
positions, and acting as a rapid response unit. They are effective against infantry, 
but vulnerable to tank attack and carry either machine guns or small-caliber 
cannons. 
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Tanks 


The tank debuted in 1916 during the Great War. Its first mission was to break static 
battle fronts, allowing the infantry to advance through the breach. Following the 
end of the conflict important theoretical studies were carried out, which discussed 
what the tank’s role should be and whether it could act as an independent weapon. 
The tank must combine three elements: mobility, armory and weaponry. The 
combination of these elements permits mobile combat with great firepower and 
protection against incoming enemy fire of any nature. 

The tank is one of the most versatile of units and is greatly effective against any 
type of enemy vehicle or infantry. Tanks are however more vulnerable in enclosed 
Spaces, especially in cities when confronted by enemy infantry and, of course, 
against anti-tank weapons. 
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Transports 


Trucks and other transport vehicles contribute greatly to the motorization of the 
armed forces by transporting infantry units, artillery units and different types of 
cannon. They also transport mobile units and facilitate tactical maneuvers. 


Supplying 


The Great War highlighted the importance of supplies in modern warfare, even 
more so in mobile or armored warfare with its necessity for fuel, ammunition and 
other resources. To attend to these needs special units advance towards operating 
units providing them with all they require and preventing them from becoming 
inoperative due to lack of supplies. 


Vehicles for Generals 


Generals need light, all-terrain, versatile and cheap to produce vehicles due to their 
frequent movements when in charge of troops. These official vehicles can be either 
designed specifically or converted from civilian models. 
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Amphibious Vehicles 


The development of amphibious vehicles was driven by the need to land troops in 
enemy territory. These operations, which were traditionally undertaken by boats, 
became complicated when the coastline and beach were fortified and occupied by 
the enemy, forming a battle front. To overcome this problem amphibious vehicles 
and launches are required that offer protection to the infantry until landing and that 
can easily reach target zones. Armored amphibious vehicles offer an optimal 
solution for landings, river crossings and mobility in flooded areas. 
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AIRCRAFTS 


Fighters 


Fighter planes perform the task of maintaining local or general aerial supremacy 
and have been under development since the Great War. They are powered by in 
line or radial piston engines and are in the main monoplane with retractable 
undercarriage. Their considerable firepower, thanks to on board machine guns or 
automatic cannons, can be used to prevent enemy planes reaching their targets. 


J et Fighters 


The development of aircraft engines reached its end when an increase in the power 
of piston engines had little bearing on the engine’s performance. The search for a 
new method of propulsion eventually bore fruit in the form of the Jet Engine, 
thanks to advances in chemical and industrial engineering. The major advantages 
of this engine type are the improvements in horizontal and vertical speed it offers. 
In turn, more aerodynamic plane designs became essential. Their high speed and 
maneuverability make them extremely dangerous against bomber squadrons and 
classic fighter planes which are much slower. 
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Tactical Bombers 


In order to accurately attack distant targets on land and at sea, dive bombers and 
ground-attack aircraft have been designed and produced. These aircraft are 
aerodynamically suited to dive bombing or to flying at low altitude and can carry a 
payload of up to 1000kg. With well trained pilots these planes can easily neutralize 
specific targets such as enemy units, buildings or bunkers, thereby, clearing the 
way for ground troops to advance. 


Level Bombers 


The improvements in multiple engine aircraft design since the Great War has 
allowed the creation of large bombers with a great capacity for bomb storage. This 
allows many strategic targets to be taken out such as factories and refineries, or 
tactical targets such as enemy units and positions to be attacked. According to the 
established theoretical principles on massive bombardment, level bombers could 
prove to be capable of deciding battles and wars. 
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Transport Aircrafts 


Transport planes have a similar origin to level bombers, leading to several models 
carrying out both bombing and transport missions. Despite being essential for 
transporting and releasing paratroopers with precision, they are vulnerable due to 
their low speed and lack of defensive weaponry. 


SHIPS 


Battleships 


These are the lead vessels of a nation’s naval 
fleet. Battleships are characterized by their heavy 
armory and firepower, which enable them to take 
out both naval and land targets from great 
distances. Despite their high tonnage they are 
capable of reaching high speeds without a 
reduction in protective armor. In their sea outings 
they search out and destroy enemy counterparts 
with the aim of breaking up enemy fleets. 


Cruisers 


The demand for rapid, medium weight ships with 
good firepower and _ protection led to the 
production of cruiser ships. They were conceived 
with the aim of combating other ships or 
supporting land operations with their artillery. 
Vulnerable at times due to the compromises 
made in armory to achieve higher speeds they 
are nevertheless a fast and maneuverable attack 
platform. 
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Aircraft Carriers 


Destroyers 


Submarines 


Troopship 


The emergence of aerial weaponry in the world’s 
naval fleets and the development of aircraft 
carriers as floating operation bases is a result of 
the confidence placed in their highly destructive 
power. Without aerial protection in confrontations 
with enemy naval forces they are currently 
vulnerable to bombardment and aerial torpedoes. 
Aircraft carriers are costly and require a support 
fleet, but they are key pieces in naval warfare. 


Destroyers are excellent escort vessels supporting 
cruisers and armored ships in battle against 
enemy fleets or, more importantly, eliminating 
submarines threatening the large ships under 
their protection. Through the use of SONAR and 
depth charges they are able to locate and 
neutralize any submarines attempting to attack 
the units being escorted. 


The potential of submarines was_ clearly 
demonstrated in the Great War where they 
proved to be a first rate strategic and tactical 
weapon. Their ability to navigate underwater 
allows them to attack enemy naval units without 
detection. They are vulnerable to depth charges 
deployed by enemy destroyers. 


Troopships are essential for transporting troops 
by sea and for performing troop landings on 
enemy coasts. Many of these ships are modified 
merchant or civil units, although specific low-cost 
models have been designed to suit military needs. 
They must be protected from enemy submarine 
and warship attacks by naval escort ships. 


126 


OTHERS 


Generals 


Generals of all ranks are charged with planning and managing operations to be 
carried out by the units under their control. Generals, like all officers, also have a 
great responsibility for the morale of their troops. They must motivate troops in the 
most bloody of battles and organize, sometimes from the front line itself, the 
defense and attack tactics necessary for victory. They are vital, but very vulnerable 
units and, as such, must be protected at all times. 


V1-Flying bomb 


Secret agents which have infiltrated enemy territory 
carry out one of the most dangerous yet necessary 
missions in order to aid strategic planning. The agents, 
who may be of civil or military background, undergo 
intense training in encryption techniques, subterfuge, 
languages and weaponry. Their missions are extremely 
diverse and include: Information gathering, technology 
stealing, elimination of targets, sabotage, counter- 
espionage and protection. If they fail on a mission and 
are captured they will be executed for spying. 


Within the field of so-called secret weapons there 
has been intense development of rocket powered 
projectiles in recent years. The conception of 
these weapons brings together both chemical and 
industrial research efforts to achieve their mass- 
production. V1-flying bombs are the initial long 
distance strategic weapons for territorial bombing 
born of this process. 
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V2-Rocket 


Atomic bomb 


The V2-rocket represents an important step 
forward in the evolution of artillery rockets. It is 
radically different from the V1-flying bomb and 
opens the possibility of intercontinental or even 
space rockets in the future. The V2’s high speed 
and heavy payload make it lethal in territorial 
bombing campaigns. 


The atomic bomb could symbolize the dawning of 
a new era in the fields of both strategic and 
tactical weaponry. Its great power lies in the 
enormous amounts of energy released by the 
fission of radioactive plutonium or uranium atoms 
in its warhead. This potent weapon enables 
massive territorial bombardment with devastating 
and wide reaching effects. They should only be 
used as a last resort, especially if the enemy also 
possesses atomic bombs. 
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THE TECHNOLOGIES 


CAMOUFLAGE CLOTHING 


The need to avoid detection by the enemy became obvious during the 
positional fighting and finally deeply penetrative assaults of the First 
World War. Under these circumstances the armed forces abandoned the 
use of brightly-colored uniforms for more moderate coloring. 
Camouflaging became necessary. At this time the textile industry has 
the capacity to produce and distribute mimetic garments that will aid our soldiers in 
action. 


Necessary for training Commandos and Snipers. 


LiGHT ALLOYS 


= —. There has been sustained development in metallurgy, in close 
connection with industrialization process, since the 19th Century. One of 
the greatest challenges in this field has been that of alloys, the fusion of 
metallic, or other elements, with a metal. Qualities such as durability 
and resistance have been sought through these efforts. Without doubt 
one of the main achievements of our industry to date has been its research into 
light alloys, thanks to which lighter, yet more resistant, materials can be obtained. 
The possibilities for industrial design and aeronautics provided by light alloys are 
immense. 


Permits the construction of more advanced combat aircraft. 


ADVANCED CHEMISTRY 


Since the 19th century advances in Chemical research have not ceased. 
Intimately linked with metallurgy, textile production and fuels that 
permit motorization, its contributions have been vital for industrial 
development. At this time our Chemists have advanced towards 
important innovations that will permit, and support, future projects such 
as synthetics and new fuels. 


Opens new lines of investigation related to Chemistry. 


SONAR 


Submarine combat became a prime strategic weapon during the First 
World War endangering enemy supplies transported by sea. These 
cargos were indispensable for the economies, industries and military 
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motorization of many nations. The location of submarines under the water’s surface 
became necessary to prevent them attacking marine traffic with impunity. The 
discovery of SONAR by our scientists will allow the detection of underwater threats 
via a system of sound emission-reflection-reception. 


Improves the detection of submarines by other war vessels. Also increases the 
effectiveness of submarine attacks against all types of vessels. 


SECRET SERVICE 


Espionage has been present in all wars throughout history. However, 
improvements in communication, printing and encryption have 
permitted the formation of a secret service, which will execute 
espionage, counter-espionage and sabotage missions. Secret 
information activities have now been institutionalized in a service under 
the direct command of the government and defense organizations which value 
enemy information highly for strategic planning. 


Enables new Espionage activities: Murder of Generals & Heroes, Assassinations, 
Incitement to Insurrection, Sabotage and Bodyguard of a War Leader or General. 


ADVANCED ARMORED VEHICLES 


Many long years of investigation into new steel alloys, and the 

development of more and more powerful engines, have allowed the 
& construction of high tonnage combat vehicles and tanks. The new 

military options presented by these lines of research and development 

are immense and will facilitate the production of highly mobile vehicles 
with thick armor plating and large caliber weapons. The combination of mobility and 
firepower will be essential in the execution of land based campaigns. 


Enables the construction of more advanced self-propelled armored vehicles: Anti- 
aircrafts, Tank Destroyers, Artilleries, Reconnaissance, Tanks, Transports... 


ADVANCE COMBAT TECHNIQUES 


Tactical and technological developments which have come to pass since 

the First World War have highlighted the necessity for specialized troops 

capable of undertaking specific operations within a general strategic 

framework. To this end, combat techniques for airborne troops, 

amphibious operations, sabotage and reconnaissance missions have 
been developed. The requisites for troops performing these tasks are higher than 
those for other soldiers and they therefore constitute an elite force. Their presence 
and performance will be essential for the resolution of the conflict. 


Permits the construction of Barracks for Elite Troops. Necessary for training 
Commandos, Snipers and Paratroopers. 
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DIESEL ENGINE 


The search for alternatives to gasoline fueled internal combustion 
engines has borne fruit with the invention of the Diesel engine. These 
engines are notable for their reduced fuel consumption and compression 
ignition. Their use in tanks and armored vehicles will lead to substantial 
improvements in autonomy and will reduce the effects of impacts due to 
the decreased flammability compared to gasoline engines. 


Reduces the consumption of fuel for all units. 


RADAR 


There were incipient developments in tactical and strategic bombing 
from the air towards the end of the First World War. The main world 
powers currently possess fleets of medium and heavy weight bombers 
that, when used in great numbers are capable of inflicting remarkable 
damage to civil and military infrastructures. To provide fighter planes 
precise information on bomber formations on route to their targets the radar 
system was invented. Via the emission of electromagnetic waves this system 
gathers information on the direction, speed and number of assailants beyond the 
detection capabilities of other conventional systems. 


Permits the construction of RADAR Stations, thus improving the detection of 
airborne enemy forces. 


SNIPER TECHNIQUES 


Snipers have been in action since the 19th century. They also featured 

{tN in the First World War, albeit with few resources and unrefined 

techniques. The improvements in weapon optics which provide great 

eH, precision, and improvements in camouflaging, make the sniper an 
indispensable element in the elimination of selected objectives. 


Permits the training of Snipers. 


STEEL AND MANGANESE ALLOY 


Developments in metallurgy since the 19th Century have been 
unstoppable thanks in part to the requirements of military research into 
alloys with certain characteristics. One of the objectives, in terms of 
protection and armor plating, has been the discovery of an 
extraordinarily hard metal. To this end our Chemists have produced an 
alloy of steel and magnesium that has been proven to be highly resistant, but can 
also be laminated and forged, thus allowing its use in construction. 


Permits the construction of heavy armored vehicles: Tanks and Tank Destroyers. 
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SYNTHETIC RUBBER 


Rubber is an indispensable element in today’s industrial production 
processes, the motorization of the armed forces and economic 
development in general. Rubber is obtained naturally from plantations in 
South America and South East Asia from where it must be transported 
to production centers. However, this transportation may be interrupted 
in war time by naval blockades or submarine combat. Therefore, our industry, 
working in close conjunction with the petrol industry, has produced a synthetic 
rubber that meets industry needs without depending on the arrival of sufficient 
natural rubber. 


Substitutes natural rubber, a raw material necessary for the construction of a 
number of units: all wheeled units, including planes and all types of naval vessels. 


PENICILLIN 


One of the mayor causes of mortality in those wounded at war were 
subsequent infections that caused death or the amputation of limbs. 
Advances in bacteriology led to the discovery of the great majority of 
pathological agents which caused these infections and the insistence on 
hygienic conditions for medical procedures. Our scientists have taken a 
further step forward by discovering Penicillin, a substance present in fungi, which 
destroys pathogenic bacteria without damaging healthy tissues. This discovery will 
aid the complete recovery of many wounded soldiers and has an obvious civil 
application too. 


Reduces the cost of curing all infantry units in Campaign mode. 


LIGHT ANTI TANK WEAPONS 


The increasing use of war machinery in the conflict, exemplified by the 
masses of tanks in action, leaves the infantry in a very vulnerable 
position. Until now foot soldiers have only been provided with anti-tank 
guns for their confrontations with armored vehicles. However, such 
weapons must be towed thereby limiting our troops’ mobility. 
Furthermore, the quantity of weapons available and their caliber is often insufficient 
against squadrons of heavily armored tanks. 
In response to this situation the possibility of providing the infantry with portable 
anti-tank weapons is now a reality. Along with anti-tank weapons, a motorized 
rocket will be produced that, through the rapid expulsion of combustion gases, will 
be capable of carrying an explosive charge at great speed from a portable platform. 


Permits the training of Infantry units with Anti-Tank weapons. 
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PLASTICS 


The plastics that our industries have begun to produce meet the great 

demand by production processes for materials that display plasticity in 

both manufacturing and the final product. Derived from oil and other 

natural substances, its plasticity allows the production of components 

with any shape that may be required, elasticity and hardness. The 
material is therefore capable of adapting to the requirements of any piece or 
accessory. 


Necessary for constructing J et Fighter Planes. 


MORPHINE 


Morphine is an opiate which has been known since historic times. 
However, in recent times it has begun to be produced synthetically and 
to be used habitually in the treatment of those wounded at war. 
Morphine is a strong analgesic, which alleviates pain and greatly 
improves the recovery of the wounded. 


Accelerates the healing of all Infantry units in Battle mode. 


PORTABLE RADIO 


One of the problems indicated during the First World War was the lack 
of radio receivers in the lower echelons of the infantry. This provoked 
enormous difficulties in battle management, during which regimental 
officers, brigades and divisions were not able to convey orders to 
advanced units and therefore change the course of combat at will. The 
invention of portable radio equipment will allow company and section leaders to 
receive regular orders from their superiors during the course of battle, as well as 
allowing them to call for reinforcements as required. Its use will also be important 
in secret service reconnaissance missions. 


Improves the transmission of information by spies from enemy territory, providing 
more precise information. 


PARACHUTES 


Within the spectrum of tactical possibilities provided by aeronautical 
developments since the First World War, the emergence of aircraft 
capable of transporting personnel and equipment beyond enemy lines is 
one of the most outstanding. The parachute, originally conceived as 
safety equipment, has as a result become an important means of 
gaining positions within enemy territory, securing important routes and 
communication infrastructure and the establishment of bridge heads to enable the 
forces to advance. 
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Permits the training of Paratroopers. 


MAGNETIC MINES 


Mines have been a growing presence on land and at sea since the First 

World War. The classic mine can be ignited by fuse or by percussion. 

= The latter system demands that the target of the mine: vehicles, tanks, 

ships, must be situated above, or near to, the mine and placing its 

weight on the device to cause it to explode. Military engineering has 

allowed this limitation to be eliminated by magnetizing mines. In this way a mine 

can be attached to any target with metallic components and will explode on 
contact. 


Increases the effectiveness of mines against armored vehicles. 


PERFORATING PROJECTILES 


The appearance of tanks and armored vehicles during the First World 
War urged the production of missiles capable of penetrating a vehicle’s 
armor and destroying it. Our industry’s response to this challenge has 
taken the form of perforating projectiles of two types. Those with a steel 
or tungsten head that pass through armor plating by the use of kinetic 
energy and those which carry an explosive charge, combining penetration with the 
explosion of the charge carried once inside the target. 


Increases the effectiveness of attacks against armored vehicles. 


BLOOD PLASMA 


Blood plasma is the extra cellular liquid component of blood and is 
mainly composed of water (90%) along with important proteins such as 
globulins. The discovery that plasma can substitute blood transfusions, 
which were problematic in terms of blood conservation after donation, 
will allow thousands of lives to be saved. Plasma transfusions allow 
blood pressure and volume to be maintained at the same time as providing the 
necessary elements for coagulation and immunity. 


Reduces the cost of healing all Infantry units in Campaign mode. 


F.A.T. TORPEDOES 


The launching accuracy of torpedoes is one of the main challenges for 
submarine commanders. Originally the launching device required the 
calculation of direction; speed etc. to obtain formulas which indicated 
the moment to launch. Part of the difficulty in this process has been 
resolved by the F.A.T. system (Flachenabsuchender Torped, Area 


= 
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searching torpedo). This system is programmable and allows the torpedo to make 
1800 turns successively within the space occupied by the objective, thus increasing 
the likelihood of hitting the target. 


Increases the effectiveness of torpedoes fired from submarines. 


ENCRYPTATION 


Encryption or codification of messages has been in use since time 
immemorial. The use of a matrix or a mathematical alphabet forms the 
basis of this technique. The necessity for this process to be ever more 
& aa secure has driven our experts to develop a system based in code, which 
- uses calculating machines and is capable of sending and receiving 
messages in millions of combinations, reducing the possibility of interpretation by 
the enemy. 


Reduces the risk of spies being discovered and executed in enemy territory. 


Zi MMERIT 


One of the dangers for a group of tanks advancing towards enemy 
positions is small infantry units that can attack the tanks with magnetic 
mines while remaining undetected. To combat this threat an 
antimagnetic coating has been developed which will prevent mines being 
attached to the tanks shell or vehicle armor plating. 


Reduces or eliminates the destructive effect of magnetic mines. 


ROCKETS 


The continuous and giddy development of combustion motors has 

reached a peak with the invention of the motorized rocket, which is 

expected to provide vast opportunities for the development of military 

technology. Based on the rapid expulsion of combustion gases, the 

charge and fuel used determine the characteristics of the rocket. The 
Russian scientist, Tsiolskovski, established the equation governing rocket 
propulsion at the turn of the century and the advances made by Halle and Goddard 
in terms of rocket precision and propulsion, respectively, have also been important. 
The testing of rockets took place in the 20s and 30s leading to different rockets 
using different fuels and with different ranges. These developments have 
crystallized into the rockets that are available today, capable of reaching enemy 
targets with explosive charges. 


Permits the construction of Rocket Factories, as well as rocket launching units. 
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PRESSURIZED CABIN 


Thanks to developments in aviation, aircraft are able to reach ever 
higher altitudes. This has led to the requirement of an artificial oxygen 
supply for crews above 4000m, and their exposure to sudden changes in 
air pressure causing ear pain and other discomforts that hamper their 
performance. With the aim of solving this problem, our aeronautical 
industry has developed a pressurized cabin which will prevent crews from exposure 
to the changes inherent in flying at altitude and will allow them to execute their 
missions with greater efficiency. 


Necessary for the construction of jet fighter planes. 


SULPHANILAMI DE 


Sulfanilamide is a bacteriostatic agent derived from Sulfonamide. This 
represents a significant medical advance by attacking the bacteriological 
pathogens responsible for the lethal infections suffered by many of 
those wounded at war. 


Accelerates the healing of all Infantry units in Battle mode. 


I MPROVED DEEP CHARGE EXPLOSIVES 


Submarines’ capacity to act underwater leads to the need for methods 
to locate and destroy them. In terms of destroying submarines, 
advances have been made in depth charge technology. These devices 
are cylinders endowed with an explosive charge that explode at a 
certain depth creating a shockwave. When activated within five meters 
of the target submarine, they can cause severe structural damage and even the 
sinking of the submarine. 


Increase the effectiveness of war ships against submarines. 


DOUBLE AGENTS 


With the dissemination of information and culture, and the possibility of 
being educated in foreign countries, many people are expertly skilled in 
the languages and cultures of potential enemy countries. The 
institutionalization of the secret services and their training courses in 
; encryption, transmissions, photographic techniques etc. now enable the 
use of double agents that provide the enemy with false information about our 
nation, whilst supplying us with extremely valuable data on enemy diplomatic and 
military operations. 


Enables new Espionage activities: Counter-Espionage. 
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Ej ECTABLE SEAT 


[pongaaeey Until now the salvation of a pilot whose aircraft was severely hit or 
broken down without the possibility of recovery, lay in the parachute. 
This had to be attached to the flight suit and opened manually after 
exiting the craft. During this process the parachute could be damaged 
or, in some cases, the jump was made from low altitude, ending in the 
pilot’s death. Bearing in mind the value of a trained pilot, it was deemed necessary 
to improve aircraft survival mechanisms. One of these, designed by our 
aeronautical industry, is the ejectable seat, which assures the correct launching of 
the pilot and the simultaneous opening of the parachute. 


Necessary for the construction of jet fighter planes. 


Mi CRO-CAMERAS 


In order to photograph the enemy’s secret diplomatic and military 
documents with easily camouflaged or hidden equipment our 
investigators have produced small, reliable and discreet micro-cameras. 
These investigations have been complemented by the development of 
micro-films and micro-photographic plates, which can be developed 
easily and sent to centers of intelligence without raising suspicion. 


Enables new Espionage activities: Technology Stealing. 


STEEL AND VANADIUM ALLOY 


Vanadium is a rare metal obtained from oil and some other minerals. Its 
resistance to Hydrochloric and Sulfuric acid make it ideal for alloys with 
Steel, thus achieving Stainless Steel which is resistant to corrosion. This 
Steel presents many advantages for the machinery industry, above all in 
the production of highly durable wheels and cogs. Furthermore, Steel 
and Vanadium alloy chain mail enables a significant improvement in the armor 
plating of heavy tanks. 


Permits the construction of Advanced Heavy Armored Vehicles: Tanks and Tank 
Destroyers. 


J ET ENGINES 


After many long years of continual improvement in conventional piston 
based combustion engines, it became apparent that these engines had 
reached the limit of their potential. New lines of investigation led to the 
development of gas expulsion engines of great potential in the field of 
aeronautics. 

The use of and improvements in compressors, along with the use of gas turbines 
developed in the 20s and 30s, have given rise to reaction motors thereby allowing 
our industry to create a new generation of fighter planes which will revolutionize 
aerial warfare. 
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Permits the construction of J et Fighter Planes. 


SOUND GUIDED TORPEDOES 


The search for a simplification and improvement of torpedo launching 
has seeded several developments. One of which is the Acoustic Torpedo, 
a sophisticated weapon which utilizes SONAR or the detection of sound 
waves to locate its target after being launched. Generally used to hunt 
down other submarines. 


Increases the effectiveness of Torpedoes launched from submarines. 


J ET PROPELLED TORPEDOES 


Torpedoes with jet propulsion or ignition represent an advance in one of 
the most important aspects of their performance. After the experiences 
with compressed air and liquid oxygen, among other propellants, the 
development of jet reactor engines, mainly in the field of aeronautics, 
allows this technology to be applied to submarine combat. This 
development opens a new chapter in the increasing destructive capacity of the 
submarine. 


Increases the effectiveness of Torpedoes launched from submarines. 


COMPUTERS 


To be able to work with ever increasing amounts of arithmetical 
information our engineers have been moved to construct the world’s 
first processor. It is capable of performing a much greater number of 
mathematical operations than even the best calculating machine. The 
processor utilizes thousands of electromagnets and fuses which together 
constitute an apparatus with extraordinary capabilities. 


Improves the efficiency of Centers for Military Research, thus increasing the pace at 
which new technologies are discovered. 


TELEMETER 


One of the basic requirements for the firing of artillery is to know the 

position and distance of the target. In this way a visual estimation can 

be made accompanied by corrections after firing. This is a slow process 

and also reveals the battery’s position to the enemy. In order to make 

aiming more agile an optic telemeter has been developed which 
measures the distance to a target with an optic device. The data provided by this 
optic device is then manipulated using trigonometry to calculate the real distance to 
the target. This new technology will notably improve the performance of our 
artillery. 
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Increases the firing precision of artillery units. 


V1-FLYING BOMB 


The appearance of the V1-flying bomb is one of the first military 
developments to use the jet engine. It is a semi-guided missile that falls 
on its target guided by an automatic pilot after an initial period of 
powered flight. Although the destructive capacity of these new “flying 
bombs” is, as yet, not very high, they are to be incorporated into the 
Armed Forces’ arsenal for their worth in bombing industrial, port, and military 
objectives. 


Permits the construction of V1-Flying Bombs. 


V2-ROCKET 


If the V1 was hailed as the world’s first cruise missile, then the V2 
represents the first ballistic missile in history. In contrast to the V1, the 
V2 is capable of reaching supersonic speeds via the use of a new electric 
ignition system and a mixture of liquid oxygen and alcohol at high 
pressure. Its 320km range and 910kg explosive charge make it an 
excellent resource in strategic bombing campaigns against civilian and military 
infrastructure. 


Permits the construction of V2-Rockets. 


NUCLEAR FISSION 


Work on radiation, the massive advances in theoretical physics and the 
discovery of the conversion of matter into energy have combined to 
allow the splitting of uranium nuclei by neutron bombardment. These 
experiments carried out by our scientists have revealed the vast 
amounts of energy released during the process, energy which can be 
used for both military and civil means. 


Necessary for the development of nuclear fission bomb technology. 


NUCLEAR BOMB 


Developments in the study of the atom and radiation fields at the 
beginning of the century, along with theoretical work on the mass- 
energy relationship, led to the possibility of massive energy production 
via nuclear fission. This energy is released via a nuclear fission chain 
reaction using materials such as uranium and plutonium. The 
destructive effects, until now unthinkable, are truly apocalyptic. 

The development of a bomb capable of releasing a massive amount of heat and 
radiation upon impact via the initiation of a nuclear fission chain reaction is today a 


139 


reality. This new weapon signifies an unimaginable step in strategic munitions and 
opens up the possibility of the total destruction of extensive military objectives. Its 
proliferation could signal a grave danger for the future of humanity, which is now 
facing the very real possibility of nuclear holocaust. 


Permits the construction of Nuclear Weapons Factory and Nuclear Fission Bombs. 
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THE RAW MATERIALS 


O1L/ PETROLEUM 


In modern industrial economy oil is a fundamental raw material for 
obtaining large amounts of energy. Deposits of oil are usually situated in 
ancient sedimentary basins and their possession represents an 
incalculable source of wealth for a nation through industrial development 
and the motorization of the Armed Forces. During refinement fuels such 
as gasoline and diesel are extracted for powering ships, aircraft and land vehicles, 
thus shaping mobile warfare in its current guise. 


Permits the production of the fuels necessary for the mobilization of all types of 
ships, aircraft and vehicles. A lack of oil would mean the collapse of the Armed 
Forces as the infantry are the only units able to move without the use of fuel. 


MOLYBDENUM 


Chemical processes take place in oil refineries which allow the extraction 
of different fuels along with other chemical substances that may be used 
in industry. Logically, the improvement of the refining process is a 
challenge for the petrochemical industry. In Molybdenum this industry 
has found a chemical which greatly increases the efficiency of refineries 
and improves the fuel yields. Molybdenum is a scarce substance, converting the 
possession of deposits, and access to them, into an important economic objective. 


Increases fuel production. 


RUBBER 


Rubber is a fundamental material for the automotive, shipbuilding and 
aeronautical industries. It can be obtained naturally from plantations, or 
produced artificially in chemical plants. The usefulness of rubber lies in 
the optimal adherence that it offers to any surface when used to make 
tires or shoes. The possession of, or access to, rubber plantations is a strategic 
objective of the highest order. 


Necessary for the construction of all types of vehicles that use tires, as well as 
airplanes and ships. 
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URANIUM 


Radioactivity, discovered in Uranium amongst other elements, can be 
used to produce energy on a large scale. The possession of Uranium 
deposits is greatly important for any nation wishing to take advantage of 
this raw material to obtain nuclear energy for military use. Recent 
studies indicate the possibility of an atomic bomb being produced capable of tipping 
the balance in any war. 


Necessary for the construction of Atomic Bombs. 


DI AMONDS 


A precious stone par excellence, diamonds have always been coveted as 
a source of wealth thanks to their high market value. Due to their 
extreme hardness, exceptional sparkle and highly symmetrical forms 
worked diamonds have always been closely associated with ostentation 
and economic power. 


Improves a nation’s wealth, increasing money on every turn. 


GOLD 


Gold has been the standard by which innumerable cultures have been 
governed since time immemorial. It use in commercial trading and as a 
means of payment in transactions for all types of products has been 
fundamental. The foundation of the monetary system in modern 
economies used the gold standard in order to judge the monetary 
capacity of each nation. The possession and growth of gold reserves is an essential 
element for the economic growth of a nation. Loans will also be granted according 
to the amount of gold in the nation’s central banks. 


Improves a nation’s wealth, increasing money on every turn. 
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SILVER 


Although less valuable and less important than Gold, Silver is, without 
any doubt, one of the most coveted precious metals and a resource 
which can generate high incomes. A nation’s Silver reserves can 
therefore be used for undertaking important commercial transactions. 


Improves a nation’s wealth, increasing money on every turn. 


COPPER 


Copper was the first metal used by humans in ancient times. It has now 
been transformed into an element which, far from its humble beginnings, 
is capitally important for industrial development. Its high conductivity of 
electricity makes it a prime raw material for the production of all 
electrical equipment and the construction of various infrastructures. 


Necessary for the construction of RADAR stations and Centers for Military Research. 


IRON 


Iron has been valued since ancient times for its hardness and can be 

considered one of the symbols of the industrial era. This reputation 

gained strength with the construction of the first foundries and the 

subsequent invention of extremely hard Steel. This characteristic puts a 

great value on deposits of Iron ore which are destined for the production 
of Steel. Iron is the basic material used in Steel production for armor plating. 


Necessary for the construction of all types of armored units. 


ALUMINUM 


This metal combines considerable resistance with unusual lightness. The 
possibilities presented by Aluminum in the construction of vehicles and 
infrastructure are various. To this end experiments have been conducted 
on different light alloys with Aluminum in the search for new materials 
with the aforementioned properties. Some of these alloys provide many 
possibilities for the aeronautical industry, above all for the construction of 
advanced, lighter and faster aircraft. 


Necessary for the construction of Advanced Aircraft with light alloys. 
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MAGNESIUM 


Magnesium is a very important mineral which can form compounds with 
other chemical elements in the search for materials and substances with 
specific characteristics. It is coveted by the aeronautical industry as part 
of the continuous hunt for better performing units. An_ essential 
component of high value alloys, Magnesium is also indispensable in the construction 
of flying bombs, atomic bombs and ultimate generation airplanes. 


Necessary for the construction of Jet Fighters, V-1, V-2 and Atomic Bombs. 


CHROME 


Chrome is one of the minerals that emerged to great success during 
industrial development. Its properties make it ideal for the production of 
diverse materials and substances, especially in the field of metallurgy 
and colorings. Military industry has transformed chrome into an essential 
element in the production of vehicles with large caliber cannons. Such vehicles are 
impossible to construct without access to Chrome deposits, which therefore 
becomes a strategically important raw material. 


Necessary for the construction of Heavy Armored and other units with large caliber 
cannons. 


MANGANESE 


Manganese is another mineral whose availability has converted it into 
one of the key elements in industrial economic development. Manganese 
alloys present specific properties highly sought after by the Iron and 
Steel industry. The highly resistant Steel it produces can be easily 
laminated and forged. This Steel is ideal for construction processes and 
especially for armor plating both buildings and vehicles. 


Necessary for the construction of Heavy Armored vehicles. 


VANADIUM 


Vanadium is a chemical element which is not found in its pure state and 
has to be extracted from minerals. Like Manganese it permits, in alloys 
with Steel, improved strength armor plating and with it improved 
Advanced Armored vehicles. 


Necessary for the construction of Advanced Heavy Armored vehicles. 
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TUNGSTEN 


Tungsten is considered an unusual metal due to its great hardness and 
density. It can be used in soldering and in Military Industry it is used for 
producing highly penetrative anti-tank missiles. Access to, or possession 
of, tungsten reserves permits better performance of weapons used 
against armored vehicles. 


Increases the effectiveness of attacks against armored vehicles if Perforating 
Projectiles Technology has been discovered. 
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THE CAMPAIGN MODE 
BUILDINGS 


BARRACKS FOR REGULAR TROOPS 


Barracks for recruits are an_ essential 
element in the combat training of infantry 
units. Within these barracks drafted 
civilians receive basic and advanced 
training to help them carry out their 
battlefield functions. They are comprised 
of accommodation blocks, classrooms, 
firing ranges, obstacle courses, and sports 
facilities. All these facilities are aimed at 
improving the recruits’ physical fitness, 
psychological preparation, orientation, 
familiarization with weaponry and 
individual tactics. 


Permits the training of Regulars, Engineers, Medical units, MG Gunners, Antitank 
Gunners and Mortar Gunners. 


BARRACKS FOR ELITE TROOPS 


When a new recruit displays exceptional 
physical conditioning or possesses special 
abilities and knowledge they can _ be 
selected as an elite troop. To finally be 
incorporated in an elite unit the recruit 
must receive intense advanced training. 
Firstly, they must respond well to basic 
infantry training and then they must 
acquire the knowledge and undergo the 
training necessary to perform. special 
missions in the field. To this end, the 
barracks for elite troops are equipped with 
the requisite infrastructure for both tasks 
and are larger, more expensive and have more facilities than barracks for regular 
troop training. 


Barracks for Regular Troops and Advanced Combat Techniques technology required. 


Permits the training of Elite Troops, Commandos, Snipers and Paratroopers. 
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CANNON FACTORY 


Artillery, of all types, has become a 
weapon of prime importance since the 
Great War, in which field artillery was 
used to devastating effect and the first 
anti-aircraft and antitank weapons were 
developed. To provide the armed forces 
with the necessary firepower artillery 
factories produce a constant supply of 
weapons via their production lines. All the 
cannons produced in these factories are 
non-propelled units and therefore their 
mobility is dependent on being towed into 
position. 


Permits the construction and repair of all types of non-propelled cannons: Anti- 


aircraft, Anti-tank and Artilleries. 


L1GHT VEHICLE FACTORY 


Permits the assembly and _ repair 


The conversion of the automobile industry 
to production for military purposes 
enables the supply of light vehicles to the 
armed forces. Many of these vehicles are 
civilian models and are therefore very 
versatile. Thanks to the mass production 
and specialized personnel of these 
factories the armed forces will receive a 
constant supply of liaison vehicles, 
transport and supply trucks, armed 
reconnaissance vehicles and amphibious 
vehicles among others. 


light vehicles: Transports, Supplying, 


Reconnaissance, Light armored vehicles and amphibious vehicles among others. 
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MEDIUM VEHICLE FACTORY 


well as self-propelled artillery units such 
units. 


Light Vehicle Factory required. 


The aim of these factories is the 
production of armored and non-armored 
medium tonnage vehicles. The 
combination of automobile industry 
specialists is complemented by experts in 
the design and assembly of armored 
vehicles and those focused on supplying 
vehicles with effective artillery equipment. 
These factories usually include’ test 
centers where experiments and _ tactical 
exercises take place along with vehicle 
equipment conditioning. Medium tonnage 
tanks and vehicles are produced here, as 
as anti-aircraft, field artillery and anti-tank 


Permits the assembly and repair of medium tonnage vehicles: Medium tonnage 


armored vehicles, Self-propelled artillery 


HEAVY VEHICLE FACTORY 


and anti-tank units etc. 


The heavy vehicle industry has the most 
complex requirements in terms of armor 
plating, specifications and weaponry for 
armored vehicles. Design, motor testing, 
suspension, the configuration of good 
armor casing and the alignment of large 
caliber weapons’ to- provide high 
performance _ in both range and 
penetration are of prime importance. To 
rise to these challenges highly specialized 
staff, cutting edge technology and the 
coordination of strong teams of engineers 
are required. The final products are heavy 


armored vehicles which supply the armed forces with units that are highly 
maneuverable and provide strong firepower. 


Medium Vehicle Factory required. 


Permits the assembly and repair of Heavy Armored vehicles. 
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AIRCRAFT FACTORY 


planes to heavy bombers. 


Airfield required. 


The Aeronautical industry, one of the most 
modern and innovative industries, was 
developed during the Great War. Its 
success requires the combination of well- 
planned engineering projects, materials 
research, and aviation engine and weapon 
development. The rapid evolution of this 
industry has led to an _ increase in 
standards such as higher speed units, 
improvements in multiple engine aircraft 
design and the introduction of retractable 
landing gear. Aircraft factories produce all 
types of units from one-seater fighter 


Permits the construction and repair of all types of Aircraft. 


ROCKET FACTORY 


Although principally linked to the 
aeronautical industry, rocket factories 
have developed their own research and 
production systems. Cutting edge 
propulsion technology is employed in 
concert with teams_ specialized in 
chemistry and_ pyrotechnics and, of 
course, explosives research to produce 
quality rockets. These factories are 
characterized by their secrecy, due to the 
important research that takes place 
within, and their high level of protection 
against aerial attacks. 


Aircraft factory and Rockets technology required. 


Permits the production of V1-flying bombs and V2-rockets. 
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NUCLEAR WEAPONS FACTORY 


Nuclear weapons factories are part of the 
most sophisticated and cutting edge 
industry. Their staff is composed of a 
large number of scientists, engineers and 
other specialized personnel working in 
unison. Despite their costly nature, due to 
the high end technology employed in the 
production of nuclear weapons, these 
factories are a prime strategic element. 


Aircraft Factory and Nuclear Bomb 
technology required. 


Permits the construction of Atomic Bombs. 


PORTS 


Ports are essential for maritime 
communication in that they allow the 
entry and exit of goods and people. They 
are generally located in natural harbors 
where they are well protected from wave 
and storm damage. The infrastructure for 
loading and unloading goods and the 
transportation of fuel can be improved. In 
addition ports are necessary for the 
undertaking of shipbuilding activity. 


Permits the landing and boarding of 
troops. 


DOCKS 


Shipyards can only be built within ports. 
Modern shipyards are equipped with the 
means necessary for’ building and 
repairing all types of vessels, such as dry 
docks and heavy machinery for working 
with large metal pieces. As with ports, in 
some cases they can employ armor 
plating or thick concrete walls to reduce 
the effects of aerial bombardment. 


Port required. 


Permits the construction and repair of all 
types of Ships. 
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AIRFIELD 


types of Aircraft. 


Airfields are the terrestrial bases from 
which aerial units operate and _ which 
provide services such as maintenance, 
adjustment and the supplies necessary for 
the successful execution of aerial 
missions. These activities require 
extensive land based teams composed of 
mechanical and weapons experts. Airfields 
also. perform the role of bases of 
operations in connection with Air Force 
General Headquarters. 


Necessary as a base of operations for all 


NETWORK OF COASTAL GUNS 


One of the dangers which must be faced 
by coastal positions, or those close to the 
coast, is incoming naval fire from enemy 
battleships or cruisers. This highly 
destructive naval bombardment with large 
caliber artillery can destroy 
infrastructures, units and armored 
vehicles. Coastal gun _ batteries are 
therefore heavily armor plated and 
possess large caliber cannons with which 
they attempt to neutralize enemy vessels 
attacking from long range. 


Permits coastal defense against all types of Ships. 


RADAR STATION 


Radar stations are located to form a 
network to defend territory against enemy 
aerial offensives. Thanks to the advances 
made in the study of electromagnetic 
waves Radar stations can transmit data on 
the position, speed and number of enemy 
attackers to aerial units. The result is an 
improvement in aerial defense by both 
anti-aircraft artillery and fighter planes. 


Copper and RADAR technology required. 


Increases the effectiveness of land based 


anti-aircraft defense and fighter plane defense. 
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| NTELLIGENCE HEADQUARTERS 


Permits the training of spies. 


Without any doubt it is within these 
facilities that the most advanced 
espionage, information, encryption and 
counter-espionage techniques are taught. 
Secret Service agents leave here 
completely prepared to undertake their 
missions in enemy territory. These agents 
will risk their lives to provide as much 
information as possible on the political 
and military movements of enemy nations 
and will even carry out the elimination of 
enemy authorities, among other missions. 


CENTER FOR MILITARY RESEARCH 


Copper required. 


Centers for Military Research are born out 
of the need to progress in_ the 
development of technologies applicable to 
military strategy, both in peace time and 
when at war. In these centers scientists, 
engineers and other specialized workers 
efficiently and diligently investigate and 
develop responses to the challenges 
presented by enemy powers. The results 
of their efforts are the discovery of new 
technologies with which the performance 
of the armed forces can be improved. 


Permits the investigation of all types of New Technologies. 


GENERAL HQ 


The General HQ is the brains behind all 
armed forces operations. Since Military 
Staff were installed in the 19th century, 
the supreme command has set strategic 
objectives, coordinated the armed forces, 
and the’ information and _— service 
industries. All of which are essential for 
the effective execution of operations and 
the achievement of objectives set by the 
nation’s political authorities. 


Necessary aS a governmental center for 
the Armed Forces. 
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END USER LI CENCE 
AGREEMENT 


PLEASE READ THIS PRODUCT LICENCE (THE "LICENCE") CAREFULLY. 
1. COPYRI GHT 


The copyright of the product (meaning this copy of the program and any 
complementary electronic files and printed materials) and all the elements of the 
Product are the property of Virgin Play ("Virgin") and/or its suppliers and are 
protected by copyright law. 


2. GRANT OF LI CENCE 


Virgin PLAY, S.A. (Virgin) hereby grants you (as an individual or a legal entity), the 
end user, the limited, non-transferable right to use the product on a single 
computer, exclusively for your own personal use and enjoyment, subject to the 
terms and conditions of this Licence. This Licence is proof of your entitlement to 
exercise the rights granted herein and you must conserve it. Virgin may terminate 
this Licence immediately if you fail to comply with any of the terms thereof. 


3. RESTRICTIONS 


Virgin reserves all rights which have not been expressly granted in this Licence. 
Therefore, the Product must be given the same treatment as any other material 
subject to copyright (for example, a book or a musical recording) with the 
exception that, as the product is a computer program, the Product may be 
transferred to a single hard disk and the original conserved solely for filing purposes 
or as a backup copy. In addition, if the Product contains a map or level editor, you 
may use it in accordance with the instructions given in the accompanying 
documents to create maps or levels for your own personal use and enjoyment and 
you may authorise other people to use these maps or levels for their own use and 
enjoyment, but in no case may said maps or levels be commercially exploited in 
any form whatsoever, neither by yourself nor by any other natural person or legal 
entity. It is not permitted to copy the written materials which accompany the 
product. 

The Product Licence is granted to you solely for your personal use and enjoyment; 
the Product may not be used for any commercial purpose of any nature 
whatsoever. You may not rent out, lend, sell or transfer the Product nor any 
element incorporated into it, including images which appear on screen, sounds or 
accompanying documents, to any third party by any means whatsoever, nor offer it 
for sale or grant subordinated licences, and nor may you permit any other person 
to use the Product in exchange for payment. Moreover, you may not place the 
Product in any computer system which permits multiple users to access it. 
Notwithstanding the above, you may permanently transfer your rights by virtue of 
this Licence, provided you transfer this Licence and the Product, including all 
accompanying written materials, without conserving any copy thereof, and the 
recipient agrees to be bound by the terms of this Licence. If the Product is an 
update, any transfers that are made must include this update and all later 
revisions. 

Save to the extent permitted by Law, you may not copy, modify, adapt, translate, 
create works derived from, give public performances of, distribute, transmit, 
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decompile, disassemble or try to decipher the source code of all or any part of the 
Product or any element incorporated into it, including any image shown on screen, 
sound or accompanying document, nor permit or encourage any third party to do 
So. 

Without limiting the general nature of the above restrictions, specifically you may 
not offer the Product as payment for playing in a computer system or network 
which may be accessed by means of rental, nor electronically distribute the Product 
or part of the Product or any element incorporated into it, including any image 
shown on screen, sound or accompanying document. 


4. LIMITED WARRANTY 


You expressly acknowledge and agree to use the product on your own exclusive 
account and risk. Virgin guarantees that the program will work substantially in 
accordance with the accompanying written materials for a period of ninety (90) 
days from the date of initial acquisition of the Product. No dealership, distributor, 
agent or employee of Virgin is authorised to make any modification or addition 
whatsoever to this warranty. 


5. EXCLUSION OF OTHER WARRANTIES 


Virgin does not recognise any other warranties, express, implicit or, insofar as law 
permits, legal, including any warranty of satisfactory quality, suitability for a 
specific use and non-infraction of intellectual property rights, in relation to the 
Product. Virgin does not guarantee that the Product meets the requirements of the 
computer system nor that the product is entirely error- or defect-free nor that the 
functioning of the Product will be uninterrupted. 


NOTHING IN THE CONTENT OF THIS LICENCE AFFECTS YOUR LEGAL 
RIGHTS AS A CONSUMER PROTECTED BY AN APPLICABLE LAW. 


6. REMEDIES AVAILABLE TO THE CUSTOMER 


Virgin’s sole responsibility, and the sole remedy available to the customer shall be 
either, at the choice of Virgin: (a) the return of the sum paid for the Product; or (b) 
the repair or replacement of the product that does not meet the requirements of 
the limited warranty established in Section 4 of this Licence, provided the Product is 
returned to Virgin together with proof of purchase. The limited warranty established 
in Section 4 of this Licence shall be invalid if the failure of the Product is due to 
accident, abuse, incorrect use or intentional or negligent act by you. Any 
replacement of the Product shall have the same limited warranty, which will last for 
the remainder of the original warranty or thirty days, whichever is longer. 


7. LIMITATION OF LIABILITY 


In no case shall Virgin be liable for any kind of damage (this term includes, though 
is not restricted to, derived, special, indirect, direct or incidental damage, loss of 
earnings, interruptions in mercantile activity or other pecuniary loss) deriving from 
the use of the Product, even when Virgin has been notified of the possibility of this 
damage. In no case shall Virgin's liability by virtue of the law be greater than the 
price paid for the Product. 


8. GENERAL 
This Licence contains the complete agreement between Virgin and yourself in 


relation to the object thereof and replaces all previous negotiations, understandings 
and agreements, written or oral, between Virgin and yourself in relation to the 
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object thereof. This Licence shall be governed and interpreted in accordance with 
Spanish law and you specifically agree to submit to the non-exclusive jurisdiction of 
Spanish law courts. If any term or condition of this Licence is declared invalid or 
null and void, all remaining terms and conditions thereof shall remain in full force 
and effect as if the invalid terms or conditions had been removed from this Licence. 
No failure to exercise or enforce, or delay in exercising or enforcing, Virgin’s rights, 
remedies and powers by virtue of the present Licence shall constitute a waiver of 
said rights, powers or remedies. 


9. GAMESPY 


Data submitted by the end-user will be subject to GameSpy's Privacy Policy in the 
form at http://corp.ign.com/privacy. html. 
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TECHNICAL SUPPORT 


Thank you for acquiring War Leaders: Clash of Nations. If you have any 
problems with this game, please contact our Customer Care & Technical Support 
Department: 


By phone: +34 91 789 35 50 
Monday - Friday from 10:00 to 14:00. 


By fax: +34 91 789 35 60 

By e-mail: virginplay@virginplay.es 

Or by post: 

Virgin PLAY, S.A. 

Att. Soporte Técnico 

Paseo de la Castellana, 9-11 

28046 - Madrid 

Spain 

Please try to provide us with all the information possible about the product, which 
platform its for, the problem you are having and in the event its for PC, the 
configuration details of your computer. 

ON-LINE INFORMATION 


If you have Internet access, please don’t forget to visit our Website in the World 
Wide Web: 


http:/ / www.virginplay.es 
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NOTES 


